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Recently, YEFC published Media: AA Annotated Catalogue of Law-Related Audio- 
' / Visual Materials, AM first compreljensive listing of J30n-print materials ^n law- 

related education. NdW^iri order*to provide further assistance to^ educators and 
, " others who wish ^ake students beyond mere "book learning" and help them le^rn 
through action strategies, YEFC has published Gaming. While we do not believe 
that games and sifT^jlations should provide the primary basis for learning law- 
related Qoncepts, vye do believe\that they can reinforce, knowledge, encouragte 
careful thought about significant, issues, and greatly contribute to the growth of 
reasorring skills in all types of students, from kindergartep through twelfth grade/ 

In our Quest Commentary, "Simulation— A Classroom Imperative," Tddd Clark, 
HMational Education'DirectoroftheConstitutiopal Rights Fpundatifen^and authorof a 
number of simulation games, offers his p*ersonal perspective dn ttie valtfe and "uses 
' of classrpom simulations. We offer special than'ks to Todd for lending his expe- 
rienced and thoughtful observations, suggestions, and ideas-to this publication.* 
His article provides an 3pt introdu5fT6ti toMhe more fhan 125 simulation games 
- described in tWs booklet. AlsoincUjded in the catalogue^ are several board games 
and card games, role-playing aciivlties, and books' and pamphlets which can help 
^ teachers use simulations more effectively arid design their own activities. . ^ 

YEFC staff has reviewed all of the\materials described in thi3 booklet! Unfor^- 
tunately, we were unable to play all the games, so descriptions are based on 
impressions gleaned by educators on the sjaff. The dpscriptions try to^be non-^ 
^ evaluative, while providing, readers with enough information to decide whether 
further examination of the materials is warranted. As/iot every item .was reviewed 
by a lawyer, we cannot insure ttie accuracy of legal inforraattpn presented by the . 
• , mat^rt^ls: Irv selecting materials, we requested review copies from oomnlercial and 

non-commercial publishers^and distributors. Most y^^ere able to supply Lis with 
, ^ materials. We^do not include those games we were unable to r^view.^/i ^ 

YEFC staff has worked hard ipr putting together this issue of Working Notes. Susan 
Davison collected, reviewed,; and annotated all materials. Ms. Davison, who is also ' 
^editor of Media, has brought a unique combination of talents as a classrooffl 
/ teacher, law-related education specialist, and tireless and experience?!^ bibliog- 
, ..-^ rapher to the pubfication of t+iis book. Other YEFC staff cotil?!buted grwtly to the 
preparation of Gaming, Charles White provided helpful aha cheerful editing of each 
annotation, and helped to improve the overall structure and organization of the 
; catalolgue. Shirley Auer, Jane Koprowski, and Sydney Unnerstall typed and retyped 
■ each annotation with^grfeat care ^nd skill, often niaking suggestions for improve- 
^ments in the text. o 

Even as this bookleT'goes to press; we are receiving many new materials which 
^ nniust await publication of a supplement/^ jh additionr we have no doubt missed . 

/"■"^ j some materials which should have been included. If you are aWare of useful law- 
related games and s^iJmjIations not listed in Gaming, please let us know^by com- 
pleting and sending. us the suggestion form on the last page of t^js^book,. 

> ^ * \ ' Norman Gross, Sta#f Director 

^ . Special Committee on 

Youth Education for Gitizepship ^ 
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GuesrComm^ntary: — - . 

SIMULATION- A CLASSROOM IMPERATIVE 

By Todd Clark 

National'Education Director 

Constitutional Rights Foundation ' - 

Los Angeles, California ' , ' ; ' ' ^ 



Teaching young people how to manage frustration 
and conflict must become a principal goal ofjeduca 
tion. The quality of American life, illustrated by a 
rising crime rate, sclio ol v i o lo ncc, pov e rt y, voter 
apatljy, and declining faitK in our institutions, 
indicates the need Jor bet^r prepargtiori of our * 
young for lives in this society. As we increasingly 
recognizethat we live in a world of diminishingjte- 
sources and increasing demands, we must also ^ 
acknowledge the growin^g potential for national and 
international viojence and severe social up^ieaval. 

Certaiply, this is not intended to suggest that the 
use of classroom simulations can successfully re- 
solve problems of such magnitude. However; si rmi- 
• lations do represent one way by which the schools 
can increase Jhe degree to which people understand 
the difficulties inherent in the successful manage- 
^ ** mentof interpersonal, political and economic 

coatUct. Rolfe^playing and simulatioifcanHielp teapti 
young people how to more effectiyely manage con- 
flict in their lives and in their world. Through active 
ii\voJyement and analysis, two essential ingredients 
in simulations, students can develop'usef ul insights 
regard ingtheeipmplexrties of our society and the f 
Clifficultji of conflict management. 

Before it is po^ible for studen^ts to support or 

oppose public policies related to local and national 

affairs they need to sense how hard it is fqr people to 

dealiA/ith thefikoblems which^aVeapart of all public 

' life. Students need to-know what it feels like to be: 
• 1 " ♦ 

A policeman on patrol facing an unruly gropp of 

juveniles 

A defendant found guilty of a serious crime facing a 
judge who can sentence him to years in pYrsoit 

A probation officer who h^s just discovered that one 
of his charges has committed a serious crime^ 

Themayor of a city, a legislator or a city councilman 
facing an irate group of constituents ^ " 

A welfare jnother who has just been arrested for 
Shoplifting 

The President'of the United States involved in a 
^ crtsisthat could cause civil war - 3' ^ , 

\ By taking the roles of other individual! in Simula- 
Uons students learn how it feels to be Caught in a 
V conflict that must somehow be resolved; they can 

O \ ^ ----- e 

ERJC . . ^ 



better understand t]ie pressures and learn the skills 
that ace essential to successfully managing conflfct 
in afree society. They can understand that our legal 
and political system which may seem to be made up 
of faceless4Dureaucraciesare really run^V*people. 
\ They can learn to analyze and evaluate how and" why 
our system succeeds and fails. 

'We live in an age of sophisticated technology. All of 
us have^een influenced to believe that because ^t is 
possible for us tp land, men qn the moori, we can 
effectively: solve our social, economic and political 
prbblems if we really want to. As we grow older and 
observe that the solutions taprotolems inyojying » 
people are hard to come by , we recome gnore ac- 
cepting or more apathetic regarding failures of our 
system. But for young people', the recognition of 
societal failures .can cause frustration ,*<)utrage, 
violenceTor apathy. For example, our failure to pro- 
vide justice and equality for all must appear to many^ 
young Americans to be proof that we do not really, 
care.'lt difficult for them to understand the - 
incredibly complex interplay of individuals, interest 
groups, political and institutional forces and the 
other limitations and constraints which make sig- ^ 
nificant changes so hard to achieve. 

Simulations can be of great assistance in tedchirig 
management skills and -fliT appreciation of the prob- 
lems inherent In achieving goals in an organized <? ' 
fashion. Th^e activities range from very simple 
role-playing situations to highly complex proce^ t> 
^ures designed to simulate national and inter- 
national crisefe. The time required to use such 
materjals in the classroom can range fpom a few 
minutes to many weeks. The skills needed to 
manage and participate in simulation^ fcan vary frojn ^ 
being ableto follow simple instructions to dealDng 
with hig^hly complex mathematical scoring systems. 
Many simulations are built arQund hypdthetical incj-^ 
dents and are intended to provide insights into) the 
manner in which ponf lict can.be managed. Others 
wefe'developed to illustrate the manner in whl^ 
actual historiclal crises occurred and wer^mana^efd. 
the former are Usually open-ended with regard to ; 
outcome and are designed to illustrate the many 
variables Involved tn social^ economic and pofitical 
systems and the variety of choices which' can be 
selected in an effort to m^ana^ such conflicts. The ' - 
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latter control the variables so that, while students 
role-play the events, the outcome is predetermined. 

Whatever the form or degree Trf-complexity th^t a 
□articular jactivity may take, it is essential for 
macherstb recognize that it will be of, value only if 
suWicient time is given to,an analysis of the activity. 
To role-play the police or Congress or the United 
Nations contributes Nttleto student understanding 
unless adequate time is given to analysis of the 
issues involved. If sufficient time is given to the 
examination of what took place, a simulation can be 
^* p dramatically successful means of introducing a 
subject to be studied or for learning to apply broad 
principles already .examined to an acjtual problem. 

Simulattons can also be used io relate broad 
conpepts to real issues: For example, Jhe Police 
Pafro/ simulation (pp. 1, 13]raeals specifically with av 
^ series of problems that policemen face on regular 
patrol assignments. At one level of "undersfWiding, 
this Simulation can be used totefach about police 
procedores. On 'anothe*;,more complex level, it can 
be used as a meaqs of introducing a consideration of 
^ various concepts such authority, social order, 
responsibility, or fairness. The ^ulation also 
serves as a mean« by which studfents c^in experience 
what it is like to be a policemaEj^and identify and 
discuss their own attUyde^and values regarding 
police in our societ/^^ , - » 

Simulations on local government, law and the 
justice system can also be used as a means tiy 
. which community resources be eff^tively used 
^ in Ihe classroom. City councilmen, civil servants, 
lawyers, judge's, probation and parole officers carf 
, all help bridge the gap between the simulation as a 
classroom activity and the reality of our goVern- 
mental system and its law as they are actually prac- 
ticed in the community. By using such resource 
Ipeople either during or after a simulated experience, 
^ students can relate to therewith greater empathy 
than would be possible simply by inviting them to 
come as speakers to the class. Teachers will also 
^ find that their students are much more interested in 
what the visitors have to say, can ask more sophis- 
ticated questions and can see the problems of . 
government and law as problems ©f people. 

Another practical use for simulations on the political 
and legal system is as advance preparation fpr field 
trips or other activities ia which students participate 
in their community. Simulationspan help stuflehts 
' identify problem^ in advance of field visits, work out 
questions to be used to gather information and to 
develop a generally more sophisticated view of what^ 
they will find before they leave the classroom. 



How should sirmjiations be selected? Such 
materials can be used dither to supplement regular 
course work or as the basis for entire units of study. 
In some cases, a singlesimulation cari be used in 
either way. A group of the;se activities may be 
selected to serve as the basic material for a course or 
unit of study. Before making an effort to select 
simulations, the teacfier should take into account 
the objectives of the unit to be presented, the 
amount of time available for the use of simulations 
and the ability level of the students. After con- 
sidering each of these factors, it should then be 
possible to select appropriate materials for the 
classroom. 

While many teachers have teen using simulations 
for a number of years, for those who will be trying 
this technique for the first time, it is important to 
avoid starting with complex activities. Try to select ' 
simple role-playing simulations which are easy to 
' use. Look upon them as a trainiiji^ program for both 
teacher and student. After becomliig acquainted 
with the proQessT it is then possible to move on to 
morfe difficult and complicated agtivities. 

, While it is often the case that new classroom mate- 
r^ls are expensive, there are many simulationsyon 
the market which are available for a few dollars. It 
should not be beyond the means of^any teacher or 
school dlstrfct to acquire one or more of J^hese ' 
activities for use in the classroom. Since it is 
possible that this technique can significantly alter 
the attitudes and understandings of young people 
regarding the political and legal system, it is hQped 
that there will continue to be a rapid growth in the 
use of such materials in the classroom. 

While schools should make every gffort to provide 
fDr community-based learning, it will never be 
possible for all stu'dentsto participate in such expe- 
riences. We are fortunate that materials from this 
'growing field can provide a reasonably accurate 
srmulated environment in which students can gain a 
better understandifig of the skills needed to 
peacefully manage conflict in our society. 
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KEY TO TH E CATALOG U E 



J 



The catalogue is divided Into six.major subject 
a'reas. Materfals that relate to more than one subject 
area are listed in each-fippropriate section. ' , 

Part /, Basic Condepts of Law, includes materials 
which can help stud^ts cpnsider some of the con- 
cepts on which a system of law is based, such as 
justice, responsibility, authority, and conflict : - 
resolution. * 



jf/, The Constitution, Includes materials relating 
to that document and the three branches of govern- 
ment (in siJbsection3 entitled "The Executive 
Branch," *The Legislative Branch," and "The 
Judicial Branch"). » 

PartlU, The Bill of Rights, includes garhes which 
h^fp enrich Understanding of the rights and liberties 



. guaranteed by the Bill of Rights. One of the sub; 
sections, "Justice Under Law: The Trial," contain 
number Of materials, ter mock trials. \ 



Part IV, Current Issues, includes materials on urban 
problems, consumer problems, the environment, 
police-comrftunity'relations, correctional pro- 
cedures,, and the use of public funds. 

Parpy, The Political Process, includes materials on 
campaigmng, the operation of local, state, and 
national government, and international politics. 

Part VI, Teacher Resources, is a section intended for 
teachers iwho want to know more about games and 
simulations. It lists other cataTogues of games, as 
' weir as books describing how simulations can be 
designed and used effectively. 



Within each^^e0lion, materials are listed alpha- 
betically according to the author's last name. Entries 
are laid out as follows: 



Gr. 9-12 ^ ^ 

.Gillespie, Judith A, , ^ 

fnfluanca: A Simufation of National Policy-Making (American 
Political Behavior series). 

Ginn and Company (1972), $7.80 — 

21 -51 players, 4-5 class periods '■ — > 



Players become senators and representatives, government — ^ — 
bureaucrats, rejsorters, interest groupjeaders, and the president 
in this simulatlorf of policy-mal(ing orrmajor issues before 
Congress. Includes teacher's guide, participant guides, and 
duplicating masters. 



GRADE LE\)| 
AUTHOR 
TITLE, SERl 
DISTRIBUTOF 
NUMBER OF 
ANNOTATION 



1, RELEASE DATE, PRICE 
LAYERS, TIME 



Grade levels are generally those recommended by 
the publishers. However, we strongly recommend 
► that teachers preview all clas^roonrv materials to 
judge suifability for their students. Listings specify- 
ing "Teacher" indicate resource materials on 
simulation or materials which might be appropriate 
for teacher-ttstftwig programs. ' . 

After the author comies the title. If the title is part of 
a series, it is noted. 

The distributor and release date are followed by a 

pride! 
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Th§^ last line indicates the number of players and 
amount of time rieieded to play. In sonrie instances 
time is indicated in terms of "class periods" (45-60 
minutes each). Time does not include teacher prep- 
aration time or student preparation tifne, if no! part 
of the game activity itself. Most playing times 
should be considered flexible, as shoi^ld the rules, 
required number of players, and other aspects of 
many games. Often games can be simplified or 
made more complex, depending on the objectives of 
the teacher. , 
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Where books, rather than games, are describedy the 
last line of information will indicate number of pages 
and whethei%ie book is in paperback or har<Jcover. 

The annotations contain brief description^ of the 
games, the materials included, and other pertinent 
infjDrmatlon. Though we have attempted to eliminate 
games which are clearly inappropriate. We have tried 
to avoid judgmental statements in annotations. 
Teachers should independently consider thfe educa- 
ti<5nal value of each item: The games represent a 
wide variety of educfetiona) styles and objectives. 
While most are designed to promqjte drscussion 
about open-ended issues, some are desighed to 
teach specif ic concepts and help students remember 
facts. 

There are several important lists at the end of the ' 
catalogue. The series listing contains all titles in 
eafh series referred to in the i^ain body of this book. 
We include every title in the series (including 



materials which areTiot^raw-related) because teacher 
and librarians may wish to buy or review the* ^ 
complete series. ^ . ; t 

A list of distributors fojiows, indicating the best ^ 

address to use4n placing an order. , ' » 

■J 

The index lists titles, authors, and distributors ^ 
alphabetically. ^ ' r ' . ^ 

The last page of this book asks for suggestions for * 
future editions. We are sy re that we have m issed 
some relevant materials, and ask you to let us know 
of games and simulations you have foond useful. > 
We also hope you wilLlet ms know if you have any 
recommendations which could help us improve the^ 
format or general structure of this book. In your 
search for new educational materials we hope you 
wHI contact lawrrelated projects in your area. Many * 
of them have "home grown" materials w^ich you 
may find useful. t ^ ' ' . 
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"The dpfendit'^t is aceused of a crime which we*lt understand wh^n we're older. 



r, BASIC CONCEPTS ORLAW 



Qr. 6-12, teacher 

Allen, Robert W. and Steya Allen 
Strange Bedfellows 

National Academic Games Project (1970), $6.00 ' 
2-4 fflayers, 20-40 minutes ^ - * 

A qyiz gaipe in which players pnust match quotes from poli;tical, 
social, and intellectual leaders with their namesi or match 
-descriptions of religious ahd^olitical systems with schools.of 
philosophy. Aimed at making players consider an idea'^ validity 
before associatlAg It with a particular movement or philosophy. , 
Includes rule book, 1 0 games and answer score cards.. 

Gf.4-12^ ' , \ 

American Universities Field Staff, Inc. - 

KOftUPSI (Fieldstaff Perspectives of teaching-Learning Series 

Packets for Secondary Schools) * a 

Amerrcah Universities Reld Staff, Incf (1 97,4), $3.50 
2-4 players, 15-3a minutes 

A simple board ganrie on which players move toward a-govern- 
ment license by paying off officials, as well as by legitimate 
m<rans and chance. KORUPSI (slang Inclone^ian word for 
"corruption") can be used to illustrate corruption in government 
and societies in which 13 w i^ ineffective.^ ' """^^ 

Gr. 12, teacher 

Apter, Steven, Joh Bramnick and William D. Coplin' 

The Good ^Society Exercise: Problems of VVuthorlty , Justice and 

Order in Policy-IMal(ing (Syracuse Learning Packages in . 

Political Science Series) \, 
Learning ResoOrces in Iriternationg/I Studies (1 973), $1 .50' 
15-60 players, 2-6 hours d ' 

In this simulation society guarantees equal opportunity and 
equal rights. However, the six groups and central authority ' ^ 
which comprise the society have differing ami unt3 ot power. 
Thesroups can petition to limit the power of the central ^ 
authority and redistribute other power, while the central author- 
ity can engage in war with those who fall to live up to society^s 
goals. Designed for college students buf adaptable for use with 
advanced high scKool students. Manual includes all necessary ' 
information and forms. 

Gr.9^12 / . ^ . 

Beamer^ Charles ^ 
You! Crisis Resolution Games (You! Games Series) 
Creative Resources (1975), $9.95' 
2-5 players, 1-30 hours • 

r 

Contains 27 role playing activities on such varied Issues r^evant 
to high school students as drug use, long hal/, student partici- 
pation In demonstrations, sex before manjf^e, apd ecology. 
Designed to help the participant analyze«alues, develop 
problem-solving skills, and develop tolerance for the viewpoints 
of others. Includes teacher's guide and roWcards. 

Gr. 8-12, teacher 

Bender, David L. and Gary E. McCuen 
Constructing a Political Philosophy (Future Planning Games 
series) 

Gro^nhaven Press (1972|, $ .95 
Unlimited players, 2-4 class periods 

A series of activities through which students Gpme to a better 
understanding of their ow/i political ideas and those of other 
people, includes activities in which students Identify political^ 



and social leaders with economic and political philosophies, ai - 
well as a discussion format for relating political ideologies to 
specjfic current problems. Also contains suggested tactics for 
choosing a social philosophy to deal with future pr9blems and « 
social institutions. Teachers may want to expand on activities, 
since differences between "political" and "economk;" 
philosophies are not made clear. Activities appear on one chart, 
copies of which should be provided to each student. > 

Gr. 7-12, teacher " ^ . * * 

feender,' David L.*and Gary E. McCuen 

Planning Tomorrow's Society (Future Planning 'Games series) 

^Gr(eenhaven Press (1972), $ .95 

/Unurnited players, ^-3 class periods 
A series of exercises designed to, help sta^lents plan an im- 
broved society. Activijties Ijelp them co.nsider the relative bene- 
fits and limitations~of a number^f ecanemic and social 
systems, or<Jerbudget priorities, and understand other aspects 
of a complex social order. Activities appear on one chart, copies 
o( which should be provided to each student. 

•,Gr. /-1 2, teacher / 
'ctark.Todd 
New School Game 

Constitutional Rights Jj^ndation (1 970), $3.00 
Unlimited players, 1-2^[ss periods 

Participants meet to despgrt a sctaoohby examining conceptions • 
^of what a sphooj should be like. Students are later asked how 
'their newty designed sch'ool cout^d actually be implemented. The 

three^page guide includes all necessary information. 

Gjf. V1 2, teacher - . 

Clark; Todd . ' * . . , 

Pollc#Patrpl * - • 

Sirffile II (1973), $12.50 * • ■ 

20-35 players, 1 -5 class periods 

An even-handed approach to understanding a police officer'^ 
problems in^carrying out his everyday duties. Includes.16 dif- 
ferent role-p'iaying situations. Can also be used to encourage 
discussions about the meaning of authority, the delicate 
balance between rndividual rights and the nee'd fo protect 
society"^ and other basic concepts of law. Includes teacher-'s 
manual, incident sheets, wall charts,.polica manuals, policy call 
cards, observer evaluation forms, and aTftttKl^^urveys. ^ 

Gr.4.6 . ' ' ' 

Dave, Ann, Holly Ch^rt'ct^ill aind William B. Jarvis 
IMicro-Communlty II for Elementary Grades 4-^-6 

Classroom Dynamics Publishing Company (1 973), $49.50 
20-4D players, 1-2 semesters (accompanying regular curriculum) 
Students must create a micro-community in which a government' 
isorganized, a constitution^developed^class taws nrvade, law 
enforcement procedures explored, and an economy be made, 
operable. Designed to indicate that agtions which benefit the 
group In some ways also benefit individuals. May be integrated 
into already existing components of most elementary curricula.* 
Includes teacher's manual, student worksheets and forms, 
posters, and [»>lay money.^ ^ 

Gr. 9-12, teacher , 

Feldt, Allan G. ; ♦ < 

CLUG: Community Land Use Game ' ^ 

The Free Press (1972), $5.50 (game manual only), ^ 
' Urbex Affiliates Inc. (1972), $75.00 (complete kit) 
5-20 players, 3-12 hours ' \_y 

A somewhat complicated simulation game giving students the 
opportunity to build a city based 6n principles similar to those 
operati(J|j when American cities were established. Players work - 
ir^roups mating decisions based on their private interests and 
the public good, showing the interrelationship between the two. 
Several varlations of the game are provided. Instructor's manual 
and players' manuals provide all necessary information and 
forms. ^ , 
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' Gr. 12, teacher 

« Feraru, AnneT. • . ^ -1 " 
imemational Conflict (Cpof^rlium for International Studies 

' Education Series). ^ ' ^ 

Learning Resources in International Studies (1974), $2.00 ' 
Unlimited players, 12-26 class periods ' / " 
A series of 12exerclses designed to give students Insight 
Into the nature of conflict, especially International conflict. 
Includes a self-lnvenloi^y on attitudes toward conflict, an analy- 
* J sis of the ways social scientists approach confllct,-#ole-playing 
exercises in which decisions concerning international conflict 
must be m^de, and other activities. Designed for college stu- 
dents, but adaptable for use by'hhgh school'students. Manuaf 
includes all pBcessary information. _ 

^ . 5> 

Gr. 12, teacher ' y ■ 

Gamson, William A. - \ ■ 

SIMSOC: Simulated Society (second edition) ) r 

The Free Press (1972), $4.95 | 
20-60 players, 6 class periods ^ 

Simul^tSs problems relating to povyer, authority, and leader- 
ship^ Players are citizens who must make decisions affecting 
their public and private lives, and are thereby forced to question 
the nature of the social order. AltfTough design^ for college * • 
students, can be used with some advanced high school classes. 
Instructor's manual and participants* manual cont^ain all neces- 
sary foyns and information. 

Gr. 8-12, teacher' v - 

Goodman, fredericK L. 
^ They Shqjot Marbles Don't They? 

Urbex Affiliates Inc. (1973), $40.00 

8-30 players, 2-4 hours> . ' ' ' 

Players experiment with.rule-governed behavior jn the C9ntext of 
a marble shooting game. Marbles can represent any exchange- 
able commodity or skill necessary for si^ocj/lval. Qnly two rules 
are provided for Round 1 , after which the "government" can^ 
create new laws which the "police" must enforce. Includes 
guide, felt playing surfa^,,EBa{bles, ptiastic building blocks, 
name tags, wooden dowels, plastic cups, police badges, and 
storage container. 

~Gr. 7-12, teacher" 

Irving, William S. . • ' 

The Value Game: A Project'in Art and Social Science " ' > 

Seabury Press (1970), $ .95/teacher's book, $1 .75/students* ' 

book , * . 

10-25. players, 1-3 class periods . 

The gameboard,* which can be made with basic art supplies 
found In most schools, represents a valu6s continuum on which 
players must place ttiemselves in response to situations de- 
manding vSilue decisions. Deslgned^o demonstrate thelack of 
consensus within any group and to assist students in clarifying 
their own values. Sample descriptions of situations are pro- 
vided. Teachefs are encouraged to des^n their own situations. 
Teacher's book contains the necessary dlj^ctions. Students' 
book contains many other values clarification activities. 

Gr;7-12, \ . . 

Jarvfs, William B. ' ^ , 

Micro-Community (United States History) 

Classroom Dynamics Publishing Conjpany (1971), $49.25 
20-40 players, 1 year (accompanying regular curriculum) 
A one year plan to Incorporate some realities of American life 
Into the cla?sroom along with more traditional book learning 
about American history. Can be used with most U.S. tilstory 
te9(ts. The class is divided into six micro-communities. The 
teacher continiiially introduces new stimuli which cause 
students to experience economic, political and $ocial 
challenges relating t04)roblems of inflation, drafting o'f laws, 
establishing a constitution, conducting elections, dealing with 
poverty, regdlatlhg private Industry, controlling pollution, and 
other tasks. Includes teacher's lesson plan booK, teacher's 
sample book, teacher's workbook, conrtmon stock certificates. 



retail forms, tax forrps, stocK market report forms, treasury 
forms, and p^ay money. . H . 

^ - , • 

Gr. 10-12, teacher k 

Kennedy, Charles L. V , ■ | . , 

Constitutlop: A Simulation of alSo^'tntion Called To Revise 

the United States Conslftutloh' V * 

Jntepact.(1974), $12.00 " \% ' \ 

' 35 players, 1 5 class periods * \ , ' 

Students stbdy the U.S. Constitution's they participate In a 
slmL}Jated constitutionalconventlMj^hich is considering many 
revisions of the orlgrhal documenmrtClSudes teacher's guide and 
students'guides. ' vM 

Gr. 9-12, teacher _ ' ^ 

Lauffer, Armand ^. • f^Vi ■ * 

Much Ado About Maftles " # 

Gamed Simulations Inc. (1974), $85lJ 
20t60 players,'"2V2-6 hours 



A soraewhat complicated^slmulatlori 
Over9ll E)li;ector"(G.O.D.)and the"G| 
introduce'^neVv variafblds and rules. Pll 
develop and change a$ the game is pij 
complex interj^elatlonshlps (overt anc' 
parts of,a fjjnctioning society, as weli 
government, and economic forces, lof 



i||ino In which the "Game 
iVprnent" continually 
0 find that their roles • 
j^. They explore trife 
llylirt) amoog vfeihous \ 
Hfhe roles of law, 
marble^, game 



board, dice, badges, role caj;ds, and |0l|^^^s guide 

Gr. 9-12, jeacher * ' 

Lawson, Barry R. " 
New Town Educational Kit 

Hafwell Associates (1971), $28.po 
3-20 players, 1-3 class periods ' il • 

Simulates the creation o* anew comrttii[rtlty2i& miles from a ' .* 
major city. Players attfempdl to lwil^a;MW^^m community while 
acquiring wealth. T^y bid on antl pu^OTa^^^ erect 
buildings, and participate in town nri^"|$Mrt$^ to show 

the aeed for coalitions anrfcompromtsaW viable 
communHies. Includes playing board j(mp), building markers, 
play money, record sheets, dice, andJ^/^lftc property markers'. 

Gr. 5-12 , . ^ 'lilMl^- I 

Linehaip, Thomas E. and Barbara Ellif||jr& 
The Road dame: A Projec^t In Art and wfiil Science 
Seabury Press (1970), $1.95/t6acher'^|^fel?, ^ 

$1 .45/students' book wHP' 
16-32 players, 1-3 class periods » ?|4fi|^^ ' ' 
The game "board'' (squared of large p^pf|>n the floor) can be 
constructed from art supplies availaBfl^^lriost schools. learns 
of students attiempt to "build" (paln%|&|f|0st roads while 
having to adhere to some Intentlo/i^llftfjfjl^^ rules: Dii'sputes ^ 
are bound to arise which Uwplayer|||m^ must settle. 
Intended to represent CQmrr^inicatl^tt confronting 
diplomats ^nd others represehtin^i|f|^| which are inter- 
dependent. The game play is jolloyif^l^V'j^ hea^^ at which 
complaints against other groups c^f^jtjifli^ard and 'decided by 
majority rule. Teacher's book con(a|p;^n necessary iaforma- 
tion. Students' book contain^ sevip^ikted exercises and 
activities. 




Gr. 12, teacher 

fRauschj^Erwin 

Scarclty^'and Allocation (Econorrile Oeci|lon Game Series) 
DIdacfic Systems, Inc. (1968), $ti3:8f|| If- ' 
30 players, 2-4 hours ' ^ , 

Simulates experience of people»$hip;|r^i<edon a smalhisl&nd. 
They must deyeipp their economyi'^wprf out modes of inter- 
dependence, and learn^to balance Morftles. Materials for thirty 
players are Included, a * ''j'^ 
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Qt, 1-6,ttf«£her ' ^ 

• Shaftel,FanhleR.and(?ieorgeShaftel v' , ' 
Role-Pl9y4ng for Social Valuts: Declsion-MaRihg In !he 
Social Studtos ; ^ ' 

» Prentlce-Hall, Inc. (1967), $10.95 ' • ' . \ 
431 pages, hardback ^ » 

DiscussQS role playing and simulaflons especially as means of 
, providing practice In decision-making. Places primary emphasis 
.'.on role playing in the elementary grades. .Includes numerous. 

examples.pf how role playing can be i/sed, as well as ah exten- . 

siv#corjectioniof storles'VvMqIi can serve as bases for roie- 

playing activities about honesty, responslbifliy, fairness, and 

other basic l4gal/nnoral concepts. _ 

Gr. 5-6 . , ^ ^ 

Shirts, R. Garry' / 

Powderhom * ^ 

6imrje 11 (19^1), $15-00 ' V 

18-35 players, 1-2 hours V ' 

A vers i oh ofStarpower (also listed in this catalogl^e), adapted 
for elementary st^id^nts. Students play piorteers ^ho'need to 
trade resources with' one another. One group, of traders even- 
tually is*gitren more power than the others and iS in a.position to 
make the rules whicti govern trading.' Other groups rnay follow a 
number of alternatives to counteract the tyranny o^i^ ruling • ' 
group. Includes instructor's guide* wall oharts, badges^ ^nd 
tradirig cards. / 

Gr. 7-12, teacher ^ 

Shirts, R. Garry . 

Starpower ^ ^ . ' 

Simile II (1969). $3.00 (for "Do It Yourself" Instructions), : ^ 
* $25.00 (forctfmpfete kit)«» . ^ / 
18-3(5 players, T-2 class periods 

An exercise in which players are grouped to simulate a low- y 
mobility^ tri-level society. .In Jhe early rounds, players^bllow 
rules to bargain for wealth (poker chips). One group is eventually 
given'more power than the others and is designated as rule- 
maker for^ubsequent trading rounds. The other groups may 
follow a num"ber*of alternatives to counteract the tyranny of the 
ruling grogp. Complete l^t includes instructor's guide, wall 
chart, poker chips, and group identification buttons. 

^ Gr 7-12, teacher • . 

Twelker, Paul A. 
Conducting Planning Exercises 

Simulation Systems (1971), $3.00 
16-36 playjers, 3-5 class per hsds 

Gives suggested strategy for t6am problem soiv,ing. Gives 
examples of how It can be used with problems of stud^nf- 
teacher relations, poilution, drug abuse, sex education, and 
school discipline. Can also be adapted for use with any social or 
political problem. Instructor's bool^includesall necessary 



Gr. 7-12, teacher . , ^ 

Twelker, PaOl A. and Kent Layden — ' * ^ 

To (Make a Change 

Simu^tion Systems (197.4), $4. OD - 
UnlirqlTed-xplayers, 2 tw9-hour sessions 
*Th rough a s^ffi^s of exercises eaeh group chooses a problem, 
works out a strategy for solving it and attempts to imptement the* 
strateQ|./C^n be"used tb help students understand social or 
politic»change. M^y be adapted for youngei^students, as well 
" as for^lying time periods, lostructor'^s book contains all^neces- 
sary information. % »• 



, Gr. 7-12, teacher " , 

WlUcoxfeon, GeoVgfeann ■* r-^, * 

^C^nterCity; Simulation of Urban Poverty (Avyareriiess Games 
' . Series) . " ■ a ^ — - 

John Knox Press (1973), $15.00 • * 
12-27 players, 2-5 class periods 

Participants learn about the urban poor by playing Puertd Rican, 
black, Italian, and. other teenagers, as well.as "The Man." They ' 
experience t.h^^re wards and liabilities of home, ^chobi, 
commuaity, "Church, the street, and other areas of life. Bmpha- 
*Aizes,need for cooperative community effort. I«^cludes game 
. alreclor's manualV instruction sheets, forms, cards, markers, 
and.oame tags. " . ^ . . * - 

Gr.9-12 N ^ : ^■ 

Yount, David and Paul DeKock * ' ' . 

Disunia: A Simuiatroaof the 21st Century Paralleling the Prob- 
lems of Sovereignty in 1781-1789 ■ 

Interac*;a973), $12.00 ^ 
20-35 (jT^ei^^, 2-4 hours / 
Students play citizens pf the state of Disunia, a nation on the 
plane! Edonia. Ttie state is bound together by articles of con- 
federation wWch.are sirtiilar to our'Artlctes of 1 781 . They must 
wo rk^tog ether to Settle questfQns of 6conomics,iyslavery, iaw and 
the courts, and fdreigih' affairs/tventuaily they create a federal 
constitution. Includes players' manuals, administrator^ 
manual, map, pressure cards, and playing forms. ^ 

Gif. 9-12, teacher * . 

Zarecky, Gary 

Moot: A Sitnulation of Legal Procedure^ Derived from Juvenile 
: and Adult Law Case^ ^ ' 

Interact (1972), $12.00 • , 

Unlimited players, several days (In and out of class) 
Role playiipg realistically simulate^ crimes, arrests, and trials in 
order to help students understand . thi^need for law and obtain 
legal knowledge and analytical skills. Simulations include a 
drug "|)ust", juvenilecourt case, and civil law (contract^) case. 
Several optigrvaLcases (murder, assault and battery, school law, 
draft evasion, robbery) are outlined. Guide includes class 
assignments, an overview ofthe American court system and 



information. ' z^-- some laws, a questionnairg, subpoenal, and play money, as 

well as simulation brocedures. * 



*Gr. 7-12, teacher ' ■ 

Twelker, Paul A.^and Keht Layden . 
Mumanus 

SiQille II (1973), $10.00 
Unlimited players, 2 class periods or 1 V2 hours ' 
Groups of five to seven players are isolated in a simulated "d*^f^^^ 
after an epjdemic has wiped out most of t'he world. They can 
communicate with other cells and receive survival information 
only through Human us, a compjjbt^ simulated by a tape ^^•'j 
recording. Players have to maKe crucial tieclsions about survival 
and social organization within a limited time period. Includes 
coordinator's guide and tape recording (cassette or re(9l-to-reel). 



^1. THE CONSTITUTION ' 



Civic Ed^ucatlonal Aids Co. 
EI«ctl6h:y:S.A.: 

Civic e^catlonal Aids Co, (1 968), $1 4.95 ^ ^ 
2-40 ptayers, 1 or more class periods , 
A board quiz game in whIcK correct answers to factual questions 

* abQut'the Constitution and the American political system gain 
^I6t't6ral college votes fqr presidential candidates. The first 
play^r(s) to gain ^70 elecfbral votes wln<^)the.game and the . 
presidential election. Includes playlhg board, spinner, score 

' pads, questioa cards, and electoral vote cards. , m 

- r . ) ^ 

Gr. 12, teacher ^ / . . * v 

Copljn, William D. and Leonard Stitelfhan ' ^ 

l)ie American Conatltutlonaf Cbhv^ntlon (American G<fvern- i 

ment Simulations Series) , ^- ^ , ^ 

Science Research Associates, Inc. (1969), $1.25 ^ ^ 
32-49 players, 2-6 hours ' . • . - . 

Simul^ates the Constitutional Convention, Including cau'cus 
activitie^s forgach state, nominating conventioo, nomlnatlag 
convention reciss, and approving convention. Students play the . 
delegates^ Fewer or more students than the recommended 
number may play, although the effectiveness'of the game may 
be somewhat <?'^)£lished. The Instructor chooses one to five - 
Issues which wei/c^^idered by the founding fathers (the 
federal execuTife branch, the federal legislative branch, the , 
federal judiciary, je3fe|al-state relations, and procedures fdr 
amending th^ Constflputiort). Designed for college students, but 

may be us^d with advanced high school students. ^ 

■It 

, Gr. 7-12, teacher ' * 

DeKock, Paul and David Yount 
Destiny 

Interact (1969), $12.00 , 
16-35 players, 5-15 class periods 

Simulates the political situation In 1897-1 898 as President 
McKinley and the Congress must decide whether or not to 
declare war on S(>aln. Participants play President McKlnley and 
mem|)pl''s of pro- and anti-war factionsKSpanlsh diplomats, 
Cubans In the U.S., businessmen, news^aperrnen, Imperlallsjts, 
. « anti-lmperi^llsts) ais they deal with the foreign policy Issued o'f ^ 
the tim.e^'lrrcludes Instructor's guide, players* manu9ls, and :y 
toarri manuals. Guide Inciiides an overview te$t and ex^rclse^v- . 
which dhQouragiB-studQnts to distinguish fa^Viiblriri opi'nidrt./ \ v 

- <^^?^^&^ ■ :~ ' ■ 

^ ^piilespM^gyi A. ' V " 

rinfluentt^V'^Wp^^ of National Poiicy-IMai(ing (Americain 

^ Po|i|TcSi fiell^v lor series) 
" ' Glnh and jC0fli|»any (1972), $7.80 - ^ 

21 -5^p I ayer^r 4-5 class periods i j ' 

Playprs^ecome senators and repredeatalN^s, government 
bureaucrats, reporters. Interest group'leadelfs, and the president 
In this simulation of pollqy-makin^ on major Issjjes before 
Congress. Includes teacher's guide, participant guides, and 
dupllcatiM masters. 

Gr. 10-12, teacher 
Kennedy. Charles L. 

Constitution: A Simulation of a Convention Called To Ravlsa 
tha United States Constitution 

Interact (1974), $12.00 . 
35 players, 15 class periods . . 

Students study the U S, Constitution as they participate In a 



simulated constitutional convention which Is considering many 
^ revisions of thb^rlglnal document^' Includes teacher's^gulde and 
students' guides. 

• • . .a ■ ^ 

G'r.8.l2 . ^ . * 

Krause, William and David C. S'ischo 

Six lpMlvam#nt Exarclsas foi»Unltad States History Classes 

(Vols. 1-4) 
Involvement (1974), $10. 00/Volume 

Each of the four volumes contains six activities, Including in- 
quiry exer6lses, role playing, and simulations pn historical, 
political, and legarsubfects. In9l>udes. material oi^ the electoral < 
college, preslcfehcy, the Korematsu trial (legality of relocation- 
^and Internment of Japanese Americans during World War II), 
Dred Scott trial (rights of sl^ve^), the PuMman trial (legality of 
railroad strikes), and many other subjects. 

* dr:9-12 

Yount, David and Paul DeKock — . 

DIsunfa: A Simulation of the 2l8t Century Parallellr\Q the 
ProblemsofSovarolgnty In 1781-1789 ' > 

5 Interact (1973), $12.00 - - > . ^ 

20:^35 players, 2-4 hours • 

Students play citizens of the ^ate of Disunia, a nation on the 
plaTiet Edonla. The state Is bound together by art1(;|es of con- 
federation which are similar to our Articles q(1 781 . They mu^t 
work together to settle questions of economic^ slavery, law and 
the courts, and foreign affairs. Eventually theyijCreate a federal 
constitution, includes players'-manuals, admli^tratdr's 
manual, niap, pressure c^rds, and playing forms, f 
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<3r. kJi2 -r / ^ . - 

Jk|gp/n, Louis and Robert W. Allen 
^ A Man Calle<Mr. President 
National Academic Games Project (1970), $6.00 . 
Ng^players JO-60 minutes ' ; , 

Aqui^ game emphasizing factual Information about presidents 
trom,Washington through Nixon. Alternative rules make the 
game suitable fordlfferent grade levels. Some of the games are 
open-ended and player-nrianaged. Includes rule book, president 
cards, president chart, clue masks, and token. / 

Gr. 12, teach^ , ' . 

Coplin, William p. and L^ohard Stltelman ^ 
Budgetaru Process (American Qover/iment Simulations iSerles) 
Science Research Associates, Inc. (1969), $1 .25 
i^nllmlted players, 2 class periods, 3'homework hours 
All students are asked to become presidential advisory and, as a 
homework exercise, prepare recommended budgets for six HEW 
■■programs. They must try to Increase presidential popularity and 
take Intor account the need for congressional approval. Class 
discussion Includes public justification and private strategic 
expianations for budget allocations. Tables based on various 
assumptions about the political environment assist tt\e Instruc- 
tor and class In evaluating the budgets. Designed for advanced 
high school and college students.' 

Gr. 7-12, teacher ' r 

DeKock, Paul and David Yount' 
Destiny 

.Interact (1969), $12.00 
1 6-35 players, $-1 5 class periods 

Simulates the political situation In 1897-1898 as President, 
McKlnley and the Congress must decide whether or not to 
declare war on Spain. Participant^ play President McKlnley and 
members otpro- and anti-war factions (Spanish diplomats, 
Cubans In the U.S., businessmen, newspapermen;^ Imperialists, 
antl-lmper^||lsts) as they deal with the foreign policy issues of 
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the time. Indues instructor's guide, piayera' manual's, and 
learn manuals. Guide includi^s an overview test and exercis^ 
which encourage students Jtq distinguish fact from opinion/^ ' 

Qr. 10-12 

^o^ser, David ' n • * !^ ^ ' 

Spiral: A Siniuialion of Our Struggie To Control infitftion 

'ir^teract (1974), $8.00 , ^ ' 

35 players, 3-'5 class periods ^ 
.After.some students are assigned roles as president, head of 
labor lobby, head of goygrnm^Rtemployees, hdad of business v 
groups,',head of farmers, head bf consumers, and head of 
. bapkers/investors, other students choose a fiction which 
fntefegts them and work with their leader to de*termlhe the most 
appropriate wa/tp de^l vyith ah inflation crisis. Each group 
. presents its propqsal tp^e president who, with the help of an 
economic advi'sor, must ma^^ a proposal to Congress. Congress 
enac^^ legi^lation.which the presic^ent then must sign^or veto. , 
includes teachBf^ ^^^^^ and'studehts' guides. , 




Gr. %^rz, teacher 

Thorpe, Gerald • . ^ ^ . 

Confrontation: The Guban MlssUe Crisis. ^ . 

Current Affair's Films (197i), $150.00 ' . ' • 

24-36 players, 1-3 class periods 

A'^aimulatibn of the Cuban missiie crisis designed to introduce 
students to the complexities of maintaining peace. Presents the 
crisis as seen tiy Cuba, the U..S.S.R., and. the United States. ' 
Participants play leaders, advJsers, .and citizens of each country, 
manycf whom hQld^d liferent points of view |nd must work to- 
getheir to-develop effective strategies. The ^ame demonstrates 
that peace based 9n ''balance of power" i3 sometimes difficult to 
maintain': Game includes teacher's guides staff memos, and data 
books, as well as four sound film'strlps and 35 copies of ^ 
booklet comparing media coverage of- the cr.lsls Inthe^u.^.S.R., 
Cuba, and the United States. ' . ^ ^ 

G^.8-1Z . • , ^ ^ ' '/^ 

Yount, David and Paul DeKoo*<> . n * 

Mission: A Simuiation of American Foreign Poiicy in Vietnam 

Interact (1969)r$12. 00 \ 
30-40 players, 15 clas§ periods 

Players joins one of six factions repredbnting major American 
viewpoints about the Vietnam war. Each'fdction must develop 
the philosophy behind its positions and.present it to the Senate 
Foreign Relations Committee and to the president (through a 
representative In his cabinet). The president and his press ^ 
secretary try to obtain public opinion popularity points while , 
faction members work for presidential influence points. 
Concludes with a presidential decision in a foreign policy crisis 
and a short campaign for rerelection. Includes teacher's guide 
anc) students' guide$. . ' • 



THE LEGISLAXIVE BRANCH- 



Gr. 9-12 * ' 

Gillespie, JudHh A. ' 
Bottianack (American Political Behavior series) ^/ 
GInn and Company (1972), $57.65 
4>72 players, 3-4 class periods 

A card and board game which teaches students how bifls are ' 
paslsed into law. By playing roles pf senators and represen- 
tatives, students must deal ^ith problems similar to^hose real 
me^ibers of Congress face in supporting or opposing legls- 
lationi includes teacher's guide, six participant guides, six 
game boards, six d^ks of cards, and a transparerfcy diagram.' 
Game setalso includes materials to [)\ay Ninth Justice (also 
described in this catalogue). 



Gr. 12,ta)ichar f. ^ , 

Harader, William a«dTl/larshaU HlWhithed v 
Li^isim: A LajiiaiativaSimuiatloifiXStudy Guides and 
A Teaching Aids serlesl^'* '■■■A » 
Center for the Study of JFederalis^i1973), $2.50 
20-50 players, flexibJe playing tlMf^l 

Simulates the legislative proces^^^t either the state or national 
level, tan d for either a unicameraTprbjcarheral system: "Players *o 
are given party and regional rdertflf(^$itlons. Committee^ ace - 
formed, aKcj bills are Introduced, reported to the floor, amended, 
> and voted ori^ 'Several game variations are provided,* and t^^. * 
guide contain^ many suggested t3^l3. Designed for collegeT 
students, but may be adapted for use with advanced Wgh school / 
S;Judents. : " 

Gr.8-12' \ > > ' 

Peterson, Arthur . 

Peace: A Simuiation of V/ar-PaaOi| lf»sues. During) the Wiisonian 

Period ^ ^ . 

Interact (1972), $12. OO 

•35 players, 20 class periods / * . 
In the first phas^of this simulation (beginning in 1914i^each 
playe'r joins one of the following'f^^tions: idealists, realists, 

( Anglophiles, Francophiles, and Oc^rmanphlles, The factions, 
through letters and newspapers, trv to inffuehce America's role 
in World'War l^and the decisions fawg President yyilson^t the 
Versailles Conference. In phase twpj students play senators. / 
who coriaider the Treaty of Versallli^. Includes teacher's gulde.^ 
and students' guides. I ' 



V 



Gr. 8-12 



Rpsser, David - , = , . - 

Defense: A Simuiation of the Forcy$ \(Vfych Shape Our 
/ Defense Budflet %■ 

Interact (1975), $8.00 . • ^ ^' ' r-^ \ . 

35 players, 3-^ cla'ss periods ; 

> Students^becom^rnemberfql'a congressional armed forces 
'(;;ommittee or one of flve special Interest groups wblch present 
their vi^ws on defense needs to the committee. After the, 
committee draws u^a final txill concerrvt^g^clefense budget allo- 
cations, it is sent for debate to both ho'&ses and then to the 
' president for v^to ol^signature. Includes teacher's guide and 
studerits' guides. 

■■ 

iGr. 12, teacher I _ 

Stltelftian, LeohaXd and William prcoplin 

Congressional Committees (American Government Simulations 

Series) « 
Science Research Associates, Inc. (1969), $1 .25/ student 

handbook « 
6-20 players, 2-4 class periods 

Players take-the roles of joint congressional committee 
members. Representatives and senators meet separately in 
caucuses and together in a formal meeting to write a com* 
promise version of two antlcrlme bills. Designed for college 
students, but may be used with advanced high school students. 

, > 
Gr. 12, teacher 

Stitelman, Leonard and William D. CofpWn 
The Congraasman at Work (American Government Simulations 
Series) , 

Science Research Associates, Inc. (1969), $2.00/ student 
handbook 

Unlimited players, !2 class periods, 1 V2 homework hours 
Tries^to provlde^students with an understanding of the pressure^ 
influencing a congressman's behavior and decisions. Students 
are asked, as a homework assignment, to act as congressmen 
responding to questions raised in letters and media by their con- 
stituents, colleagues |n the IHouse, and the president of the 
United States. Simulation can also be based on new roles 
created from data about actual congressmen. Designed for 
college students, but may be^^used with advanced high school 
students. 
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Gr. 7-12. tituchtr \ 

Western Behavioral Sciences Institute., 
Nspoii 

Simile II (1965), $3.00 (for^s^mple kit), $35tO0 (for complete kit 
for 25), $50.00 (for corn plete kit for 35) ^ 
^,18-35 Players, 3-5 class periods ^ 
^Imulatesya legislature resembling Congress. Players take roles- 
is representatjveaof one of ^a^o political parties from eight fic- 



tional stated. They must work for pr against 1.1 bills. Legislators ' 
must consider their own opinions, the views of Air 



fi r party, and 

the dieslres of their constituepcy, as we^l as the ^fessUres ap* 
plied by other legislators. Complete kit Includes teacher's guide, 
participant in struct Ions, 'and forms; 



THE JUDICIAL BRANCH 



Qr. 12,ttach^ 

Qbplln, WWII^ D. anc^Leonard Stitelman . « 

Th« Amtrican Cpnstituironsi Cohvtntion ^American Government^ 
Simulatlpns Series) * ' 

* Science Research Associates, Inc. (1969), $t.l25 
32-49 players, 2-6\[ours 

Simulates the Constitutional Convention, Jncluding caucus 
activities for each state, nominating convention, nominating 
canventibn recess^ ahd approving convention. Students play the 
delegates. Fewer or nrlpre students than the recommended 
number may play, although the effectiveness of the game may 
be somewhat diminished. The Instructor^chooses one to five 
; issues which were considered by the founding fathers (the 
federal executive branch, the fecjeral leglslative bran'ch, the 
federal judiciary, federal-state relations, and procedures for 
amending the Constitution). Designed for college students, but 
may be used with advanced high school students. 

Gr, 9-12 ^ - ^ 

Gfllespie, Judith A. 

Ninth Justice: A^Board Qsme of the Supremt Court and Juctlclai 

Process (American Political Behavior series) 
GInn and Company (1^72), $57.65- 
4-48 players, 2-3 class periods > 

A and board game designed to teach students about the 
judici^process ot the Supreme Court, especially as It relates to 
the recmitment of the ninth justice.'the influence of a ninth 
justice on decision-making In major cases, and the societal 
impact of a ninth justice on court decisions which set prece- • 
dents. Uses two hypothetical court cases'— legalizing marijuana 
and abolls()ing school dress codes— in which civil rights Issues 
are involved. Includes teacher's guide, six participant guides, 
six game boards, six decks of cards, two duplicating masters of 
score sheets, and a transparency diagram . Game set also in- 
cludes materials to play Boff/enec/r'(also described in this' 
catalogue). . , T 

Qr. 9-12, teacher ^ 
Zarecky, Gary 

Moot: A Simulation of Legal Procedui;aa Darivad from Juvanlie 
and Adult Law Cases « 

Interact (1972), Sti 2.00 ^ 

Unlimited players, several days (In and out of class) ' 
Role playjng rBalistlcally simulates crimes, arrests, and trials in 
order tO'help students understand the'need for law and obtain 
legal knowledge and analytical skills. Simulations include a 
drug "bust", juvenile court case, and civil law (contracts) case. 
Several optional cases (murder, assault and battery, school law, 
draft evasion, robbery) afe outlined. Guide Includes class 
assignments, an overview of the American court systenli and ^ 
some laws, a questionnaire, subpoenae, and play money, as 
well as'simulatidn procedures. ' 



I. THE B1LL0F RIGHTS 



Qr?8.l2 . 

Krause, WlWam and David C, SIscho 

Six Involvement Exercises for United States History Classes 

'(Vols 1-4) . ' . 

lnvolvehientJ1974), $10.00/ Volugne , / 

Each of the four vofumes contains six activities. Including In- 
quiry exercises, role playing, and simulations bn historical, 
political, and lega^subjects^lncludes nf\aterial on the electoral *. 
college, presltlency,.'the Koremat^u triar(legaHtyof relocation 
arrctiinternment of Japanese-Americans during World War II), D'red 
Scott trial (right? of slaves), the Pullroan trial (legality of railroad 
strikes), and many other subjects. » % 

Gr. 6-12, taache/ a - ^ 

Lipman, Michel- « ^ 

Paint of Law 

lyiinnesota Mining and Manufacturihg'Company (1972) and Ipcal 
departme'nt and ganr^ stores, $10.95 (may vary In local stores) 
Unlimited players, 30-120 minutes 

Players are r^ad the facts and possible decisions of actual legal 
cases and then try to choose the actual decisions. They receive 
the greatest number of points for choosing the court's decision, 
fewer points for a decision chosen by more than half the other 
players, and no points for a decision chosen by less than hajf of 
the players. This rating system may give students the mistaken 
impression that there Is only one correct decision in deciding 
casesT However, these 100 cases provide interesting points for 
discussion and may serve as bases for mock trials, pame in- 
cludes case book, decision sheets, and scoreboard. 



LIBERTY UNDER LAW: 
FIRST AMENDMENT FREEDOMS 



Or. 9-12 

Beamer, Charles 

Youl Crisis Resolution Games (You! Games Series) 
Creative Resources (1975), $9.95 I ^ 

2-5 players, 1-30 hours J 

Contains 27 rol^ playing activities on such varied " 
issues relevant to high schoQl students as drug use, long hair, 
student participation In derponstrations^, sex before marriage, 
and ecology. Designed to help the participants analyze values, 
develop problem-solving skills, and develop tolerance for the 
viewpoints of others: Includes teacher's guide and role cards. 

Qr. 9-12, teacher 

Clark, To(Jd 

High School: A Role Playing Simulation 

Constitutional Rights Foundation (1969), $3'.00 
20-35 players, 2-3 hours 

Players take the roles of students, teachers, parents; admltiis- 
trators, and school board members as an ad hoc committee tries 
to resolve several issues concerning freedom of expression by. 
high school students. Referee's guide contains all necessary 
Information.* 
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Qr. 9-12^ tMCher 

Dal Porto, David 
The Hsymsrktt Case 

History Simulations (1972), $1S.00 
28-38 players, 5-6 periods ' 
Si/nuJates the 1886 Haymark^t trial from jury selection through 
the decision (which may differ from the actual decision). A4ay be 
helpful In stimulatirrg discussion of free speech, dissent and 
protelst, labor rights, and other issues, 4is weM as due process 
and court procedure. Includes procedures^, teacher information 
sheet) master role sheet, fact sheet^, role sheets, subpoena, 
decision sheet, reporter sheets, and trial e)(hibits. 

Gillespie, Judith A. ' , ' v ^ 

Ninth Justice: A Bo«rtl',G«me of tht Suprtme Court and 

Judicial Proctss (American Political Behavior series) • . 
Ginn and Company (1972), $57.65 

4-48 players, 2-3 class periods . ^ ' 

A card and board game designed to teach students about the 
Judicial process of the Supreme Court, especially as It relates to 
.the recruitment of a ninth justice, the Influence of a ninth ju^tica? 
on decision-making in major casps, and the societal in\pact of a 
ninth justice oji court decisions w^lch set precedents. Uses two . I 
hypothetical court c^ses— leQ^lizmg nNarlJuana ^nd abolishing 
school dress codes— in which civil rights Issues are Involved. 
Includes teacher's guide, six participant guides, six^ame 
boards, six decKfi of cards, two duplicating masters of score 
sh^et^', and'^rdnsparency diagram. Game set al^o Includ0s 
materials to pla^ Bottleneck {a\§6 described In thls<:atalogue). 

Gr.,8-12 ^- * r • 

Krause, Williapft and David C.SIscho ' * „ 

Six invotvamant Exarcisastor United Statas History Clastfas 

(Vols. 1-4) 
Involvement (1974), $10.00/Volume 

Each of the four volumes contains six activities, including lor 
quiry exercises, role playing, and simulations on histo/lcal, „ 
political, and legal subjects. Includes material on tha^lectoral 
college, presidency, the Korematsu trial (legality of relocation 
and interament of Japanese Americans during Worfd War H), 
Dred Scott trial (rights of slaves), the Pullman trial (legality of 
railroad strikes), and many other subjects. 



JUSTICE UNDER LAW: DUE PROCESS 



Qr. 7-12, taachar 

Clark, Todd, Richard Weintraub, Richard Krieger and Sandra 

Morley 
Kids in Crisis 

Constitutional Rights Foundation (1.975), $12.00 
25-35 players, 1-5 class periods 

Designed to promote thought and discussion about the prob- 
lemS|Of the courts and young people In trouble. Players assune 
the role^f Judges, defendants, parents, probation officers, 
iawyeryiind observers -In Juvenile dispositional and adult sen- . 
tencin^iearings. includes cases involving not only delinquent 
acts olyouth, but also child abupe artd neglect. Includes guide, 
role descriptions, observer rating sheets, and disf>ositions of 
the actual cases upon which the simulations are based. ^ 

Gr. 9-12, taachar 

DalPorto, David . ' 

ma Haymarliat Casa 

History Simulations (1 972), $1 5.00 
28-38 p|^yers, 5-6 periods 

Simulates the 1886 Haymarket trial from Jufy selection through 
the decision (which may differ from the actual decision). Mayibe^, 
helpful in stimulating discussion of free speech, dissent and' 
protest, labor rights, and other Is^s, as well as due process 



and court procedure^ Includes procedurefs, teacher information 
sheet, master rol6 sheet, fact sheet, role s^ets, subpoena, 
decision sheet, reporter sheets, and trial ex>iibits. r 

Qr. 9^12,teaphar / , 

DalPorto, David and John Koppel . ' 
'The War Crimas Trials 

History Simulatlon&(l974), $1*7.50 ■ 
^5-40 students, 10 class periods . - < 

Simulates waricrknes trials In Germany after World War II. 
Students t^ke the roles'of judges, witnesses, lawyers, and four 
of the acoused in two separate mock trials. Includ6s ^11 neces- 
sary Information aad forms. > 

Gr. 12, taachar 

Engel, Alan S^ with Keith DeGreen and James Rebo 
.Th0 Juaitica jSama: A Simulation (Glencoe Press Criminal. " 

Justice ISeries) > i 

Glencoe Press 11 974), $2.95 
20-30 players, 2-5 class periods 

pesigned to go beyond courtroom procedure by simulating the 
er\tire /udidal process frpm report of crime to final disposition 
of {he case. Students represent the taxpayer, a defendant, the. ^ 
police, attorneys, sf prosecutor, the judge, and the warden. ^I^k 
bargaining may beuaed. Fifty criminal iacldents rahgfng from- ^ 
splckpockiBtin|g ^nd burglary to assault and^pe aj:a.prov(ded. * 
inclu(jes instructer's manual, forms and play money. « 

Gr./-ll2- \ * 

F:ii;in,^Peter'. , . 

Innocent Untii ... - ' r> ~ 

G^mes Central (1972), $34.00 ' , \ / 
13-32 players, 3-9 class periods ' 

Simulates trial of a man accused of neghgent manslaughter. The^ 
accused has killed a pedestrian, allegedly vyKHe driving under 
t-he Influence of alcohol. However, some evidence imjlcates that 
the accident would have occurred in any event, and It is ques- 
tionable that the'accused was actually intoxicated. After the 
case is segued the jury must provide the verdict. Includes 
teacher's manual, student information packets, role profiles,' 
and a case ^tudy of a manslaughter trial {Rights of the Accused , . 
Xerox Education Publications).. 

Qr. 9-li, taachar 

Katsh, Ethan, Ronald M. Pipkin and Beverly Schwartz Katsh 
Ptaa Bargaining: A Game of Crimlnai Justice 

Simile II (1 974}, $1 7.50 (for 1 8 student kl^^), $25.00 (for 35 

student kits) ^ . . 

1 1-35 players, 4 class periods Or one 4-^6r session 
Designed to help students experience the^ressures of over- 
crowded cl^ court dockets and learn about the Justice and In- 
justices of piQa bargaining and the criminal Justice system. 
Pfayers are divided into the roles of public defenders, 
'defendants, district attorneys, and Judge. Time Is limited and 
all defendants pleading *'guiJty" must be sentenced and those 
pleading "not guilty" must be recalled to reconsider their plea. 
Includes director's manual, players' instruction sheets, copies.^- 
of the criminal codej case reports, defendants' case notes, 
docket forms, wall chart. 

Gr.^-12 

Krause, William and David^C. Slscho ^ 

Six invoivamant Exarcisas lor United Statas History Classes 

(Vol^1.4) ' . 

Involvement (1 974), $1 0.00/ Volume 

. Each of the four volumes contains six activities, including In- ^ 
QuIry exercises, role playing, and simulations on historical, 
political, and/legal subjepts. Includes materialmen the^electoral 
college, presidency, the Korematsu trial (legality of relocation' 
andinternment of Japanese Americans during World War II), 

. Dre^ Scott trial (rights of slaves), the Pullman trial (legallty.of 
railroad strikes), and many other subjects. ' . ^ 
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Or. 8-12 

Lacey, William 

E$pion«g«: *A SImuiatioaof th« RoMnbtrgs* Trial of 1951 

Interact (1974), $12.00 

35 players, 3-5 class periods 

"Students examine the anti-communist mood of thQ 1950*3, the 
justice pf the usd of capital punishment for conspiracy In cblh- 

\mitting espionage, 'and the validity of evidence in the trial ofi 
Julius and Ethel Rosenberg. The trl^l Is reconstructed and the 
j*tjry reaches Its own conclusion. Includes teacher's^guide and . 
students' guides.' ' jt 

Qr.7-12 ^ • . ^ 

Lundstedt /Ronald and David OalPorto » ] 

Confrontation in Urbia ^ 

Classroo'hn Dynamics Publishing Company (1972), $21 .50 
27-45 players, 5-11 c4ass periods . > " 

fimulates a case involving t^d high school students and two 
ollege studontsicharged wjth inciting a rfot at a local snack 
shop. Ail necessary Information and materials are provided in a 
book with tear-out pages. / ^ 



Teachar . . 

New York State BarfAssocXation Committee On CTtlzenshir) 

Education " „ J 
Uock Triai Manuai ^ ^ . 
New York St'atfe B^r Associsftion (1 976), ^in^le copies free 
22.pages, paperback f • 

Designed to assist' secondary school teachers prepare and 
present mock trials Tor crifninal case^, civil cases, and appeals. 
Includes one sample script, follow'^up que^tions/and ^stlng of 
courts in the me.tropolitan New York City area: 

Or. 9-12, teactier . . ^ ' 
Pegas, Arthur P. . 

Nuremberg: A Simuiation of tfie intetnationai IMiiitary Tribunal 
of 1945-1946 

Interact (1972), $12.00 

1 8-38 players, 1 5 class peripds' 

Recreates the trial of Nazi leaders. Provides background Infor- ' 
malion sheet (which requires further research by students), 
defendants' biographies, role InstrMctlons, and'evldehce 
samples for preparing the prosecution and defense cases. 

Or. 9-12, teacfier . . 

Quigley, Chafles N. and Richard P. Longaker , 

Voices fo^lastice: Roie Playing in Democratic Procedures 

Ginn and'Company (1970), $2.12 
99 pages, paperback _ 

Book of'Cases which explains judicial processes. Includes 
hearings, court sessions, presidential decisions, and congres- 
sional debate, with questions, guides for rote playing, and mock 
trials. 



Or. 6-12, tei^cher 

^Weintraub, Richard, jRichard Krieper, George W. Echan, Jr, - 

and Stephen Charles Taylor 
Jury Game 

Social Studies School Service (1974), $15.00 • ; 
''^ 25-35j)layers, 1-3 class periods ' • ' 

Students play a judge, prosoective Jurors, attorneys, defen- 
dants, platntiffs, court reporters, and observers. The classroom , 
is organized into a courtroom as the player^ go through the 
process of jury selection. Kit includes pictures and role descrip- 
tions of prospective jurors, two criminal case descriptions, two 
civil case descriptions, observer evaluation torms, tips for 
attorneys on how to ask effective questions, and a guideior the 
group leader. ^ 

Qr. 9-12, teacfier 

Zarecky, Gary 

Moot: A Simulation of Legal Procedures Derived from Juvenlie 
and Adult Law Cases ^ 

Interact (1972), $12.00 

Unlimited players, several days (In and out of class) ' 
" Role playing realistically simulates crimes, arrests, and trlal^in/' 
order to help students understand the need for law and obtain ( 
legal knowledge and analytical Skills. Simulations incjude a 
drug-^BtJst", juvenile court case, and civil law ^contracts) case. 
Several optional. cases (murder, assault and battery, school law, 
. draft evasion, robbery) are oullined. GuWe includes class 
"assignments, an ovey^/lew of the American court system and ^ 
some laws, a questionnaire, subpoenae, and play money, as 
well as simulation procedures. * ' , ^ 

IeQUALITYUNDER LAW: WOMEN, YOUTH; 
AND ETHNIC MINORITIES 



Or. 7-12 
^ Vail, James N. 
Jurisprudence 

Jurisprudence, Ltd. (1974), $1.0.00 
2-4 players, 45 minutes / > 

A board game testing students' undep^ahding of due process 
rights'^and criminal Justice procedures. Stresses substantive 
knowledge. Includes instructions, board, defendant markers, 
juror markers, play money, game cards, simplified versions of 
some amendments to the Constitution. 



Qr. 9-12 

Beamer, Charles 

You! Crisis Resdiution Qam^es (You! Games Series) - 
Creative Resources (1 975). $9.95 
2-5 players, 1 -30 hours 

Contains 27 role playing activities on such varied issuers relevant 
to high school students as drug use. long hair, studeht partici- 
pation in demonstrations, sex before marriage, and ecology. . 
Designed to help the participants analyze values, develop 
^ problem-solving skills,' and develop tolerance for the viewpoints 
of others. Includes teacher's guide and role cards. 

Qr, 9-^ teacfier 

. Cla^CTodd 
Higfi^cfiooi: A Roie Playing Simulation 

Constitutional Rights Foundatioo (1969), $3.00 
«/20-35.players, 2-3 hours , * 
Players takfe the roles of students, teachers, parents, adminis- 
trators,. and school board members as an ad hoc committee tries-' 
to-resolve several issues concerning freedom of ext)ressloh by . 
high school students. Referee's guide contains all necessary 
information. . » • 



Gr. 7-12, teacher 
* Clark, Todd 
integratlpd: The First Year- 
^ School Integration 



•A Role-Playing Simulation on 



Jbonstitutional Rights foundation (1 970), $3.00 
'^l 5-40 players, 3-4 clas 



class periods 

The principal of Abraham Lincoln High School calls'toge'lher 
teachers, administrators, students, and parents for a series of 
meetings to discuss ways of calming racial tension. Partic- ' 
ipants include whltes,*blacks, Mexican Americans, and briental 
Americans. Players are encouraged to take roles of races 
different from their own. All necessary Information is included 
in the instructions. 
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Qr. 7-12, tMChtr 

Clark, Todd and Richard Welntraub 
Libtntlon: A Rol«-Plsying Simulation 

Constitutional Rights Foundation (1972), $3.00 * . r 

Unlimited players, 3-6 class periods 

After Introductory exercises designed to clarify personal values 
about equal rights for women, students, and minorities, 
students role play a series of incidents which involve some type 
of discrimination. Designed to raise consciousness about pre- 
, judibes reletting to age, race, and sex. Guide ingludes all neces- 
sary information. ' ^ ■ *' 

Gr. 7-12, ttifcher 

Clark, Todd, RicharttWemtraub, Richard Krleger and Sandra 

Morley * ' ^ ' v 

Krds In Crisis 

Con^itutional RightSfFoundation (1975), $12.00 ^ ^ 
25-35 plai^rers, 1-5 class periods 

Designed to promote thought and 0isccrsslon about the prob- 
lems of the courts and young people in trouble. Players assume 
the roles of iudges, defendants, parents, probation officers, 
lawyers, anoobservers in juvoille disposUional and adult sen- 
tencing hearings. Includes c^es involving not only delinqqent 
acts of youth, but also child abuse and neglect, includes guide, 
role descriptions, observer rating sheets, and dispositions o^ 
the actaaV cases upon which the simulations are based. 

Gr. 9-12, taschar * ^ ^ ■ 

DeKock, Paul " 

HarstoryTA Simulation of IMala and Famaia Rolat Emphasizing 
tha American Woman's CIrcumstancas, Past and Prajient 

Interact (1972), $12.00 ' . 

Unlimited players, 23 class periods ^ 

Elaborate set of role plays and simulations help students inves- 
tigate sex roles in tpday's society, and learn about the«bistory of 
the women's liberation movement. Also poses basic alllosoph- 
ical and social questions as to the "nature" of men arja yyomen. 
Includes re-creatlori oif the first women's rights convention in 
Sened^ Fails, New York (1848), simulations of various styles of 
marital relationships, and attitude surveys. Instructor's guide 
includes all necessary information. , 

Gr.8;^2 ' t . 

DeKock, Paul V ' v 

Sanaca-Falls: A Simulation of tha First Woman's Rio 
' Convantlon, July, 1848 

Interact (1974), $8.00 
354)layers, 3 class periods^ 

In this simulation of the first feminist convention, students play 
Elizabeth Cady Stanton, Lucretia'Mott, Frederick Douglass, 
chairman of a men's group, chairperson of a women's group, 
and members of each group. They consider resolutions and 
motions concerninq^early American feminists and their op($o- 
nents. Includes teacher's guide and students'^uldes. 

Gr. 8-12 ^ 

Krause, William and David C. SIscho 

Six involvamant Exitrciias for United States History Clasias 

(Vols. 1-4) 
Involvement (1974), $10.00/ Volume 

Each of the four volumes contains six activities, including in- 
quiry exercises, role playing, and simulations on historical, 
political, and legal.subjects. Includes material on the electoral 
coMege, presidency, the Korematsu trial (legalityof relocation 
and internment of Japanese Americans during World War il), 
Dred Scott trial (rights of slaves), the Pullman trial (legality of 
railroad strikes), and many other subjects. 



Gr. 9-12, taachar ^ 

Meier, Richard L. and Kevinl^ngdon 
Et Barrio ' 

Institute of Urban and Regional Development (1973^), $25.00 
8*20 players, 2-4 hours 

Simulates the exueriences and conflicts of newly arrived' 
migrants In an urban Chicane ghetto. J'layers take the roles of 
Chicanos,-ppllce, and a Judge. They sho9t marbles In attempts 
to get Jobs^and make friends. Includes suggestions for the game^ 
director, playersf' maquals, marbles, dowels, dic^^^le cards, 
ahd drivers licenses. * " 

Gr. 9-12, taachar 

RosseSi 

PrassirrefA Slimilayon of Daclslon-M Aing in Local 
" Govamonaig^ 

lnteract<1972Tr$12.00 

36 players, several class periods 

A simulaticm.in three parts. Sti^dents plai^ng members of a 
community counciljexperlence pressure from six gr&upd as the 
coijncjl fries to make^a^eclslon on a proposed low-Income 
housing development. In the second part, citizens elect public 
officials at a time when businessmen want to build a factory on 
historically valuable land. In pail fhc^e, students form their own 
pressure groups to modernize high^chool curricula Bnd 
facltiti.es an(^ approach the school board. Instructor's guide in- 
cludes ail necessary information? The simulations can be eval- 
ua^6 by a pressure influence point system, a final tesV, and 
student evaluations. 

Gr. 7-12, taachar - ^ 

Twelker, Paul A. 

Conducting Planning Exarclsas 

Simulation Syst.ems (1971), $3.00 , 
1 6-36 Riayers, 3-5 class periods ^ 
Gives sugge^^ted strategy for team problem solving/. Gives 
examples of how it can be used with problems of sjudent- 
teacher relations, pallution, drug abuse, sex education, and 
school discipline. Can also be adapted for use with any social 
political problem. Instruc^t^r's book includes all necessary 
information. 

Gr.4-8 , 

Wesley, John " . 

Equality: A Simulation of tha Struggle for Racif i Equality in a 
Typical American City ^ . 

Interact (1971), $12.00 

36 players, 20 class periods 

Aftera brief experi^ce as slaves In a mythical society, players 
becoK^e citizens of an American city. Role assignments provide' 
students with information on the age% ethnic backg rob nd, 
education, occupation, income, and address of the persons they 
w^l play. Blacks can gain "image points" wjiile studying black 
history, but can lose them under pressure from otlier sources in 
the community. Activities are culminated by a community crisis 
In which the school board must decide what to do about school 
Integration. Teacher's and students' guides provide all neces- 
sary Information. 

Gr. 7-12, taachar 
Wllcoxson, Georgeann , 

Canter City: A Simulation of Urban Poverty (Awareness Gam«s 

Series) * 
John Knox Press (1973), $15.00 
12-27 players, 2-5 class periods f ^ 

Participants learn about the urban poor b^ playing Puerto Rican, 
blacH, Italian, and other teenagers, as^||j^ as "The Man." They 
experience the rewards and liabilities ornome, school, com- 
munity, church, the street, and other areas of life. Emphasizes 
need for cooperative community effort. Includes game director's 
manual. Instruction sheets, forms, cards, markers, and name 
tags. \ ' 
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Gr.8.12 I * % 

Yount, David and Paul D^Kock 

Division: A SImulatlorfof the Divisive Issues of the 1850J^nd 
the Crisis Election of 1860 . ^ yST 

Interact (1968}, $12.00 ^ 

35 players, 20 class perjods . -^^^^.-r- — 

Students role play the four candidates for president in 1860 and 
become involved in the issues surrounding the campaign * 
Teacher's guide lncJ[ud^ examinations on infgrmation about the 
'times, issues, and political process, Students* guides provided. 

Gr. 7-12, teacher * ^ ' 

Yount, David*and Paul DeKock 

Sunshine: A Simulation of Current Racial Problems In a Typical 
American City ' 

Interact (1972), $12.06 

20-35 players, 1 6-22^lass periods ^ 
' Simulation designed'to t^ach about black history In this 
: country, examine racial^ attitudes in oneself and others, and give 
experience in persuasion. Students are "reborn" into particular 
ethnic and social groups in the city of Sunshine and Its suburbs. 
Conflict arises ^ver two iss^^, equal educational opportunity > 
and crime control, and cttizens form pressure group^to in- 
fluence the school board and city council. Includes players' 
manuals, team manuals, administrator's manual, m'aps, charts,* 
decision^ forms, pressure cards, assignments, and attitude ' 
tests. - 



Gr.,9-12, teacher * - 

Zarecky, Gary ^ ■ u ' ' 

Moot: A Simulation of Legal Procedures Derived from Juvenile 
and Adult Law Cases • . 

Interact (^972), $12.00 ' • 

Unlimited players, several days,{in and out Of class)* 
' Role playing realistically simulates crinnes, arrests, and trials in 
order to help students understand the n^ed for law and obtain 
legal knpwledge and analytical skills. Simulations include a * 
drug ''bust", juvenile court case, and civil law (contracts) case. 
Several optional cases (murder, assau I t-aRcLbaUery, school law, 
draft evasion, robbery) are outlined. Guide includes class ' 
assignments, an overview of the American coVt sy^em and 
some laws, a questionnaire, subpoenae, and prary^oney, as 
well gis sinrrulation procedures. 



IV. CURRENT ISSUES 



Gr.9-12^ • ^ ^ 

Beamer, Cnarles " > . . t* 

You! Crisis Resolutfon Games (You! Game^ Series) 
Creaftfve Resources (1975), $9.95 
2-5 players, 1-30 hours 

Cont|Kfs 27 role playing activities on such varied issues relevant 
* to high school students as drug use».long hair, student partici- 
pation in demonstratK)nfe, sex before marriage, and ecology. 
Designed to help the participants analyze values, develop 
^roJblem-solving skills, and.develop tolerance for the viewpoints 
of others. Inicludesleacher^ guide and rolB cards. 

Gr. 7-12, teacher ' * ' 

diark, Todd, Richard Weintraub, Ri<?hard Krieger, and Sap^ra 



Morley 

Kids In Crests ' 

Cd\stitutional^ights Foundation (197p), $12.00 , . 

25-35 players, 1-5 class perio(;is 

Designed to prpmote thought and discussion about the 
prqblems of the courts and young people in trouble. Players 
assume ^he roles of judges, defendants, parent^ probation 
officers, lawyers, and observers in juvenile dispositional andr 
. aduit sentencing hearings. Includes cases involving not only ' 
'del;ia|tJent acts of youth, but also child abuse and heglect. 
InclT^^siguide, role descriptions, observer rating sheets, and 
dispomtions of the actual cases upon which the simulations are 
b^sed. ^ 

Gr. 9-12, teacher - ^ 

, Genstitutional Rights Foundation 
Bilf of Rights Newsletter 

Constitutional Rights Foundation, price available from 

SJblish^ 
sletter offering classroom activities, book reviews, 
cartoons, synopses of cases, and other material of interest to 
teachers of law and the crifninal justice system.' Issues oflen 
-contain simulations and materials /or mpck trials.^Publjshed v 
semiannually. ^ . 

Gr. 7-12 ^ X 

Jarvis,. William B. ' \ / ^ 

MIcro-CoramUnlty (United States Hisfory) * 

Classroom Dynamics Publishing Company (1971), $49^5 
20-40 players, 1 year (sfccompanying regular curricuium) 
A one year plan to incorporate some realities of Americian life 
into the classroom along with more traiditional book learning 
about American history. Can be used with most U.S. history ' 
t§;<ts. The class is divided into six micro-communities. The : 
teacher'continually introduces new stimuli which cause ** 
students to experience economic, political and social chal- 
lenges relating to problems with inflation, drafting of laws, 
establishing a constitution, conducting elections, dealing with 
poverty, regulating private industry, controlling pollution, and ^ 
other tasks. Includes teacher's lesson plan book, teacher's 
sample book, teacher's worl^ook, comm'on stock certificates, - 
retail forms, tax forms, stock market report fbrms, treasuiV 
forms, and play money. 
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Gr. 7-12 

Kennedy, Charles L, 

Amnesty: A Simulation Dtal^g with th^ Problem of Whesty 
^ Following the Vietnam War ^ 

Interact (1974), $8.00 . 
15-40 players, 3-5 class periods " \ 

Students take the roles of members of clemency boards, military 
and ciynian advocat^&and opponents of amnesty, and deserters 
and dralt evaders. Hearings on*1 5 hypothetical cases are con- 
dyc\ed.Tpacher's guide and'students' guidesHprovided. "''^^ 

«• : . . ' - ^ ■ , 

Gr. 12, teacher . - . ^ 

Rausch, Erwin 

Collective Bargaining (Econ'omfb Decision Game Series)^ 
Didactic Systems, Inc. (19 68). $1 3.20 ' " , 

30 players, 2-4 hours ; ^ ' 

Simulates negotiations between laborand jimaaQmiifinJLiQr a 
one-year contract. Bargaining teams are composed of four union 
representaitives and two Company negotiators. May possibly be ; 
oused wit 4 advanced Jiigh school s'tudents. Materials for 30; 
players included. 

^ Gr. 7-12, teacheV " \ 

Twelker, PaulA. ' 

Conducting Pli^nnlng Exercises / 

^•Simulation Systems (197^1), $3.00 

"16-36 players 3-5 class periods ' 

Gives suggested-strate^y^for team problem solvi^ng. Gives • 
• examples of How it can be used with problems of student- - 
•Ifesrofe^r relations, pollution, clrug abuse^ sex pdacation, and ' 

schoohdiscipiine. Can also be adapted for use with any social or 

political problem^ Instructor's book includes ail necessary 

information. " ' 



Gr.77l2, teacher 

Twelker, Paul A. and Kent Layden 
To Make a Change 

Simulation Systems (1974), $4.00 

Unlimited players; 2 two-hour sessions , _ , 

Through a series of exercises each grpup'chooses ^ problem, 
works otil a strategy for solving it, and attempts to implement 
the strategy. Can be used to help students understand social or 
political change. May be adapted for younger students, ^"well 
as forvaryrng time periods. Instructor's book contains all neces- 
sary information. ^ ' r - 



THECITYANDITS PROBLEMS* 



Gr. 7-12, teacher 

Klietsch,'Ronald G. 

Blight: An Urban Simulation (Urban Environment Education 

Series) . ^ 

. Instnuctional Simulations, iac. (1972), $45.00 
20-3a players, 6-8 class periods . 

Simulates some of the problems of urban deca^. The city coun- 
ciUof Zenith City is given money by the state legislature to study 
the city's needs and create scftial policy statements. Ta^k forces 
are created to make recommendations to the city council. Stu- 
dents, reprej3enting various factions, must develop plans to 
' improve the community. Includes instructor's manual, par- 
ticipant materials, ^.sheets on the human factors involved, 
and playing forms. 



Gr. 7-12 • 

Koppel, John A-. . ' 

Urban America *^ * 

Classroom Dynamics Publfshing Company (t972), $21,50 
20-36 J) layers, 5-15 class periods » , * 

Slmulates^onditions in the community of San Tomas with 
students represen,ting citizens of various ages, occupations^ 
and income. (Though females are assigned to play wives, 
teachers can^lter that stipulatijDn In the role assignments.) - 
-/Neighborhood groups discuss several issued—ranging from 
housing and the environment to crinrie and education— which 
face San Tomas, decide what action would be desirable for the 
city council to take, then vote on the issues. All necessary 
information and materials are prbyided in a booliwith tear-out 
pages. . ^ 

Gr. 9-12, teacher 

Kraemer,^Ann Marie and Kathleen Censori • 
Welfare Week 

Garned Simulations Inc. (1974), $50.00 
6-600 players, 4 hours (plus Individual time) / 
Simulates what it is like to live on welfare income for a week and 
cjeal with the problems commonly confronting welfare re- 
cipients. Qesigned primarily forcommunity groups but can be 
adapted for high school classes, includes leader's guide, invita- 
tions to participate, instructions, applications for public assis- 
tance, score sheet, crisis cdrds, benefit notiqa^. ♦ 

Gr. 10-12, teacher 

Livingston, Samuel A. and Clarice Stasy Stoll 
Simulation Games: An Introduction for the Social Studies 
Teacher 

IhQ Free Press (19^3), $4.95 
107 pages, paperback- 
Helps the teacher who is unfamjiiar with simulation games tG 
understand their potential, select appropriate games, and 
design, lead, and evaluate simulation activities. Contains com- 
parisons among different types of games, a list of publishers, 
and suggestions for further reading. Also includes all'materials 
necessary (in the form of tear-out pages) to play/'The Inner- 
City Housmg Game," a game which. can be used byihigh school 
.students and adults interested In exploring sonr>6 of the housing 
problems of the inner city. ■ 

Gr. 9-12, teacher ' 

Meier, Richard L. and Kevin Langdon 

El Barrio ^ ^ 

Institute of Urban and Regional Development (1973), $25.00 
8-20 players, 2-4 hours 

Simulates the experiences and conflicts of newly arrived 
migrants in an urban Chicano ghetto. Players take the roles of 
Chicanes, police, and a judge. They shoot marbles in attempts 
to get jobs and make friends. Includes suggestions for the game 
director, players' manuals, marbles, dowels, dice, role cards, 
an'd drivers licenses. 

Gr. 5-8 

Reese, Jay and John Wesley 

Council: A Simulation of Problem-Solving at the Community 
Lever % ' . , 

Interact (1974), $20.00 

35 players, 1*5 class periods 

Aftera simulated election for mayor and city coupcil represen- 
tatives, the remaining students take the roles of the city re- 
corder, newspaper reporters, planning cpmmissioners, and 
citizens of Riverstream as 20 community issues are decided. 
Issues range from dog control and sdl&ry raises for city 
' employees toslum housing and pollution. Includes teacher's 
guide and student manuals. 
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•Gr. 9-12. t«ach«r ^ . ^ 

Rosser, David ^ ^ f ^ / 

Pressure: A Simulation of Declslon-Mak|ng In'Local Govern- 
ment 

int^cf(1 972), $12.00 

SfiT'plVyers, several class periods ' 

slrnuTatlonMn three parts. Students playing r^jembers of a 
community council experience pressure from six groups as the 
cou/icil tries to m^ake a decision on a proposed iow-income 
housing development. In the secorvd part, citizens^lect public/, 
v' officials at a time when businessmen wanf'to build a faTctory on 
' '« historically valuable land. In part three, studentlform their own" 
pressure groups to modernize high school curricula and facil- 
ities and approach the school board, instructor's guide includes 
alj^ecessary information. The simulations c^ be evaluatedjby a 
pressure influence point system, a final te^t, and student 
evaluations. 

Gr. 7-12, teacher 

Wilcoxson, Georgeann 

Center City: A Simulation of Urban Poverty (Awareness Games 
Series^ . 

C John Knbx Press (1973), $15.00 * 
12-27 players, 2-5 class peri6ds , 

Participants learn about the urban poor by playing PuerttS^can, 
black, Italian, and other teenagers, as well as "The Man. 'J They . 
experience tt^e rewards and liabilities of home, school, com- 
mOnity, church, the street, and other areas of life. Emphasizes 
need for cooperative com mijnity effort. Includes game director's 
manual, instruction sheets, forms, cards, markers,. and name 
tags. . , <^ 

. Gr. 7-12, teacher 

Yount, David and Paul DeKock 

Sunshine: A Simulation of Current Racial Problems in a Typical 
American City ^ 

IntiBract (1972), te^.00 

20-35 players, 1&-22 class periods 

Simulation designed to teach about black h1stip,ry in this 
country, examine raciat attitudes in oneself and others, and give 
experience in persuasion. Students are "reborn" into particular 
ethnic and social groups in the city of Sunshine and its suburbs'. 
Conflict' arises over two i^ues, equal educational opportunity 
and crime control, and citizens form pressure groups to 
influence the school board and city council. Includes players' 
manuals, team manuals, administrator's manual, maps, charts, 
decision forms, pressure cards, assignments, and attitude 
tests. 



THECONSUMERANDTH EL AW 



Gr.8-12 

Sickelman, Harriet, editor 
The FTC at Work 

Law, Education And Participation, (1974), price available from 

publisher ' ~ 
20-40 players, 2 class periods 

Examines the regulatory power of the Federal Trade Com- 
mission with respect to advertising claims. The students ' 
become either advertisers, who prepare ads to be evaluated by 
the FTC, or Federal Trade Commissioners who e/amine the ads 
against FTC standards. Teacher's guide contains all necessary 
information. 



Gr. 5-12» Teacher 

, Bickelman, Harriet, editor 
Shopper's Role-Play 

Law, Education And Participation (1 974), price available from 
publisher . * . ^ 

' 20-40,players, 1 class period , 
" Students take the roles of different types of buyers, including 
"Mr. /Ms. Alweiys-Pays-Cash,"^'Mf./Ms. Great-Bargain-Buyer," 
"Mr. /Ms. No-Comparison-Shopper," "Mr. /Ms. Sellers'- 
Delight,""Mr./Ms. Never-Trusts," "Mr./Ms. Keep-Up-With-The- 
Joneses," and."Mr./Ms. lndlvidu§l-Shopper," after which 
they try to identify the characteristics of an ideal shopper. * 
Teacher's guide contains all necessary information. 

Gr.8-12 . \ ^ 

Changing Times Education Service, editors ^ ^ 
Consumer Redress ^ 
Changing Times Education Service (1971), $8.95 
15-unlimited players, 1 class period 

Teams compete to solve consumer grievances by appealing to 
private and governmental-eonsumer agencies and the courts. 
Game includes a teacher' s'^gulde, redress record, grievance 
docket, results of appeals, consumer problems, and other 
materials. May also be purchased as par^ of thelarger multi- 
media kit. Consumer Law: A Resource Kit for Teaching ' 
Consumer Educatior^, . ^ 

Gr. 7-12 ^ ' 

■Changing Times Education^ervice, editors , 
Swindle!. ^ • 

'ChjangingTimeS€<iucation Service (1971), $8.95 ^ 
♦Unlimited players,'1-2 class pe/'iods « 
Players begin with equal res^rces vifhichi can grow or dwindle 
depending on how well they avoid consumer traps. Game 
includes teacher'S"QfefWBr*^ar Clinic— Repair Chart," role pro- 
files, ad sheets, swindle cards-? opportunity cards, score sheets, 
and other materials. May ai^o be^ purchased as part of the larger 
"^multimedia ki(. The Market Pface>A Resource Kit for Consumer 
Education, 



THE ENVIRONMENT ANDTHE LAW 



I 



Gr. 7-12, teacher 

Bender, David L, and Gary E. McCuen 

Facing the Ecology Crisis (Future Planning Games series) 

Greenhaxen Press (1972), $ .95 

JUnlimited players, 2-5 class periods 

A series of exercises designed4o help make students aware of 
conflicting economic anef ecological needs: the problems of 
limiting population, and difficulf social decisions which may 
have to be made ih the future. Includes six activities. Activities 
appear on one chart, copies of whiqh should be provided to each 
student. 



ERIC 



00022 



. Gr. 9-12, teacher 

Feldt, Allan G. . , 

CLUG: Community Land Use Game 

The,^e Press (1 972), $5.50 (game manual only), 
Ur^ Affiliates Inc. (1972), $75.Q0 (complete kit) 
' 5-20 players, 3-12 hours 

A somewtiat complicated simulation game giving students the 

- opportunity to build a city based on principles similar to those ' 
ope/at ing when American cities were establfshed. Players work 
in groups making decisions based dn their private Interests and 
the public good; s/iowing the interrelationship between the tvjK)/ 
Several variations'of the game are provided. Instructor's manual 
and players' manuals provide all necessary information and 
fdrms.' ^. 

GrJt2, teacher - v 

Feldt, Allan G. 

V\iA.L.R.U.S.: Walbrand Land Resource Utilization 
Simulation 

Urbex Affiliates Inc. (19^^,2), $75.00 
15-30 players, flexible playing time 

A very complex board simulation in which players, in feams 
representing various community interests, buy, sell, and 
develop land, water and community resources. The township 
board arid city council can restrict or encourage certain trans- 
actions. Players attempt to increase theireconomlcand political 
. strength, personal status, and prestige, and /or the overall envi- 
romanentalquality of water resources. Includes gaide,^wooderY 
playing pieces,)playing board, record sheets, and play money. 

Gr. 7-12, teacher 

Kleitsch, Ronald G. ' * 

No Dam Action: An Ecology-Water Resource Simulation (Urban 

- Environment Education Series) ^ ^ 
^ Instructional Simulations, Inc. (1974), $115.00 

20-40'players, 6-20 class periods 

In this simulation, 22 watdr resource problems encourage 
students to analyze the political, soCjal, and ecological prob- 
lems involved in constructing sound environrfiental policies. 
Players represent elected and appointed government officials, 

^ as well as environmental, business and civic groups, concerned 
about what actions Zenith County will takex:oncerning a pro- ' 
posed dam, nuclear power plant permit, and other water- 
. related concerns. Includes^teacher's guide, role descriptions, 

• resouro^ manuals, problem summaries, playing forms, map, 
-and background information. 

Gr. 7-12, teacher 

Kleitsch, Ronald G. 

^Tracts: An Urban Land Simulation (Urban Environment 

Education Series) 
Instructional Simulations, Inc.' (1969), $45.00 
12-40 players, 2-4 hours ' 

The simulated community of Zenith City must decide how to use 
- 16 city blocks. Four cofnpeting groups (city planning corn- 
mission, urban housing proponents, industrialists, and land 
developers) use money, publjcijy, anck^arious political maneu- 
vers to get the city council to approve their land use program. 
Includes instructor's manual, four sector manuals, land value 
. key cards, tracts record sheets, news release sheets, property 
purchase agreement forms: 

Gr. 7^12, teacher 
Twelker, Paul A. 
Conducting Planning Exarciaes 

Simulation Systems (1971), $3.00 
16-36 players, 3-5 class periods 

Gives suggested strategy for team problem solving. Gives 
examples of how it can be used with prt)blems of student- 
teacher relations, pollution, drug abuse, sex education, and 
school discipline. Can also be adapted for use with any social or 
poHticai problem, instructor's book includes all necessary 
Irtformatlon. 



Gr. 7-12, t^aclier fl /" 

TWelker, Paul A. / 
Pollution: Negotiatihg a Clean Environmant>--A Simdiation 
Exercise for Examining l^e Pollution Problem / 

Simulation Systems (1971), $22.50 J 
^4-32 players, 1-3 hours 

In this simulation, students try ta negotiate for the best pos.sible 
environmental goals with as little compromise of personal and 
business goals as possible. Students (or teams of students) 
represent business and industry, state government,"citlzens, - 
and conservajtionlsts asf they consider a number of pollution 
Issues in negotiation sessions. A scoring system allows players 
to keep track of how the quality of life is affected by their de- 
cisions. Contains four complete set^ of materials, including 
instructor's nnianuai and overhead transparencies. * 

ft 

Gr. 5-12 ^ 

\^esley, John 

Ecopolis: A Simulation of a Community Struggling To Solve 
Ecological Problema t ^ 

Interacts 971 ),$1 2,00V 

35 players, 1 5 class periods * 

#• 

An alternate version of Balance {a\^o described in this 9ata-» 
logue) for e lem en tarystu dents and older students with poor \ 
reading ability. After e)cperlencing a'simglated ecosystem in the 
American frontier (students play animals, Indians, and 
pioneers); students become citizens of a contemporary city 
'Which is faced with ecological dilenimas conc^ning land use 
and^population, includes teacher's guide and students' guides. 

Gr. 9-12, teacher 

Yount, David and PaukDeKock 

Balance: A Simujation of Four Families Caugfit ih'^coiogicai 
"Dilemmas > y 

Interact (1970), $12.00 ^ ' 
Unlimited players, 15-20 class periods 
This simulation gives students the experience of making 
decisions about priorities and helps them understand conflicts 
between economic and ecological heed^Players^sttake roles 
of animals, Indians, and settlers in an ecosystem 100 years ago. 
After that the simulation moves to a contemporary city In which 
players^ake roles of family members who research various 
aspects of pollution (air pollution, water and power use, land 
use, QLopulatton control) and make recommendations for action 
on four environrfiental crises which are discussed in a 
"CPfTimufVity forum." Instructor's manual Includes necessary" 
Information and forms. 



POLICE AND CORRECTIONS 



Gr. 7-12, teacher 

Clark, Todd 
Police Patrol * . 

Simile II (1973), $12.50 

20-35 players, 1-5 class periods 

An even-handed approach to understanding a police officer's 
problems In carrying out his everyday duti.es, includes 16 
different role-playing situations. Can also be used to encourage 
discussions about the meaning of authority, the delicate 
balance between indrvldual rights and the need to protect 
society, and other baslciconcepts of law. Includes teacher's 
manual, incident sheets, wall o/iarts, police manuals, police call 
cards, observer evaluation forms, and attitpde surveys. 



V 
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Or. 4-6 * ^ 

Dave, Ann, HoTly Churchill and William B. g^rvis 
^ MIcro-Conlmunlty 11 for Elim«nUry Grad«s 4-5-6 

''Classroom* Dynamics Publishing Company (1973), $49.50 
' 20-40 playersi, 1-2 semesters (accompanying regular 
curriculum) 

♦ Students must creatb a micro-community in wt;^ch aigov^ernment 
Is organized, a constitution developed, class laws made, law 
enforce^ment procedures explored, and an economy made 
operable. Designed to indicate that actions which benefit the 
group In some vyays also benefit individuals. May be la|egrated 
Into already existing components of most elementary curricula. 
Includes teacher's manual, student worksheets and forms, ^ 

- posters, and play money. ' . 

Gr.8-12,tMCh«f 

Goodman, Frederick L. . * 

Th«y Shoot Marbles Don't They? 

Urbex Affiliatesinc. (1973), $40.00 r ^ 

?-30 players, 2^4 hours „ » 

Players experiment with rule-governed behavior in the contexst of 
a marble shobtlng game. Marbles c'^n represent any exchange- 
able commodity or skill necessary for survival. Only two rules 
are provided for Round 1 , after which the "govern ment^cdh 
createp&w laws wrtich the "poHce" rr/bst enforce. Includes 
guide, felt playing surface, marbles, plastic building blocks, 

* name tags, wood^sn dowels, plastic cups, police badges, and 
. storage container. * , / 

Gf.7-I2i teacher. 

Hinderman, Dewey, David L. Bender and Gary E. McCuen 
Planning Tomorrow's Prisons (Fyture Planning Gam6s series) 
Greenhaven Press (1972), $ .95 *\ , 
U|filimlted players, 2-3 class periods^ ^ 
A series of exercises to provoke thought about prisdin reform, 
the death penalty, the concept of punishment, and steps toward 
' rehabilit$ition. Also Includejs a simulation of a prison riot in 
which each student plays the warden, as well as suggested sup^ 
plemental activ4ties. Exercises appear on one chart, copies of • 
which should be provided to each student. 

Gr.7-12 ; ^ 

Jarvis, William B. 

M|cro-Communlty (United States History) ^ 

Classroom Dynamics Publishing Company (|971), $49.25 
20-40 players, 1 year (accompanying regular curriculum) 
A one year plan to incorporate some realities of American life 
into the classroom a\o^g with more traditional book learning 
about American history. Can be used with most U.S. rhlstc^ 
texts, the class is divided into six micro-communities. The 
teacher continually Introduces new stimuli which cause \ 
students to experience eoonomlc, political arid social chal- 
lenges relating to problemis with Inflation, drafting of laws, 
establishing a constitutlori, conducting elections, dealing with 
poverty, regulating private fpdustry, controlling pollution, and 
other tasks. Includes teacher's lesson plan book, teacher's 
sample book, teacher's workbook, common stock certificates, 
retail forms, tax forms, stock market report forms, treasury ' 
forms, and play money. 



PUBLIC RfeVENUES AND PUBLIC SERVICES 



Gr. 7-l2,taacher 

Bender, David L. and Gary E. McCuerv 
Planning Tomorrow's Society (Future Planning Games series) 
Greenhaven Press (1 972), $ .95 
Unlimited players, 2-3 class periods 
M series of exercises designed to help students plan an 
Improved society. Activities help them consider the relative 
benefits %nd limitations of a number of economic and social 



systems, order budget priorltlis, and understand other aspects 
^of a complex social ocder. Activities appear on one chait; copies 
^ of which should be provided to each student. ^ 

Gr. 9-l2i taachar 

Community Service Volunteers 
- Qreenham District Council 

Community Service Volunteers (1974), /1 .00 (about $2.34) plus 
postage 

8-15 players, 1-2 hours ' ^ 

A British simulation of a district council meeting. The coun- 
clllofs discuss seven iternson the agenda, rive of which require 
--funding. Since there Is not enough money to go around, prior; 
ities have to be.establlshed. Can be adapted for use In this 
country. Includes teacher's notes, role sheets, nanie tags, 
briefing sheets, and agenda sheets. 

Gr. 12| teacher , ^ . 

Coplln; William D. and Leonard Stltelman ^ 
Budgetary Process (American Government Simulations Serines) 
' Science Research Associates, Inc. (1969), $1.25 - 
Unlimited players, 2 class periods, i homework hours < 
All students are asked to become presidential advisors and, as a 
homework exercise, prepare recommended budgets for six HEW 
programs., They must try fo increase presidential popularity and 
take into account the need for congressional approval. Class 
discussion includes public justification and private strategic 
explanations for.budget allocations. Tables based on various 
assumpfionstabout the political environment assist the instruc- 
tor and class in evaluating ttie budgets. Designed for advanced 
higH"schooland college stgdents. 

* . i 

Gr.7-12, teach||p 

Dodge, Ddrothy and Jitnmie Powell 

Mulberry * r ' - 

Paul s. Amidonand Associates, Inc. (1970), 157/50 
30 players, 5-9clas^ periods / 
Players take the roles of citizens, city officials, and professional 
Planners of Mulberry, a simulated urban x:ommunity. Their 
gbal is to create a workable plan for urban renewal. The plan 
ifust take into consideration local government pjannlng, prlyate 
development, the rights of all citizens who will be affected by 
the project, and requirements for receiving federal funds. 
Includes participants' manuals, sector manuals, role descrip- 
tions,'ana scoring forms. 

Gr. /-12, teacher 
Klletsch, RonafdG.' 

Blight: An Urban Simulation (Urban Environment Education 

Series) ^ , 

instructional Simulations, Inc. (1972), $45.00 
20-30 players, 6-8 class periods 

Simulates some of the problems of urban decay. The city 
coi/ncll of Zenith City is given money by the state legislature to 
study the city's needs and create social policy statements. 1^ask 
forces are created to make recommendations to the city council. 
Students, representing various factions, must develop plans to 
improve the community. Includes Instructor's manual, par- 
ticipant materials, sheets on the human factors Invoked, and 
playing forms. 

Gr. 9-12, teacher 

Kraemer, Ann Marie and Kathleen Censori 
Welfare Week 

Gamed Simulations Inc. (1 974), $50.00 
6-600 players, 4 hours (plus individual time) 
Simulates what It is like to live on welfare Income for a week and 
deal with the problems commonly confronting welfare recipi- 
ents. Designed primarily for community groups but can be 
adapted for high school classes. Includes leader's guide, invita- 
tions to participate, instructions, applications for public assls- 
. tance, scpre sheet, crisis cards, benefit notices. 
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Gr. 12; teschtr . ^ * 

Rauschy^ErwIn 

Th« Community (Economic Decision Game Series) 
Didactic Systems, Inc. (1968), $13. ?0 ' * 

30 players, 2-4 hours ^ 

A community tftes to rpe^ the need for more public services 
without a massive Indrease In taxes. In^rder to understand the 
complexity of the Issijes, students represent views of com- 
muolty taxpayers, employers and employees of local industries, 
and elected officlafs. May possibly be used with^dvanced high ' 
schooi students. Materials for 30 players included. ^ 

Gr. 8-»12 - V 

Rosser, D^ivld 

Defense: A Simulation of tlie Forces Which Siispe Our Defense 
Budget 

Interact (1975), $8.00 ' . 

35 players, 3-S class periods ■ 

Students become* members of a congressional armed forces 
comnrjiftee or one of five special Wtefest groups which present 
their views on defense needs to>he committee. After the' com- 
mittee draws up a final bill concerning defense budget 
allocations, it Is sent for debate to both houses and then tothe 
president for veto or signature. Includes teacher's guide and 
sludents' guides. 

Gr. 8-12 • 

Rosser, David 

Taxes: A Simulation of How Major Taxes Affect individual and 
' Corrimunlty Decisions 

Interact (1974), $8.00 

36 players, 6 class periods 

Students play citizens of various occupations— from docl<5^s 
and corporation presidents to disabled plumbers and un- 
employed artists— and try to determine what kinds of taxes are 
fair and from whom they should be collected. A community 
council holds public hearings. Includes considerations of 
income taxes, real property taxes, sales taxes, and nuisance 
taxes. Teacher's guide and students' guides provided. 



V.'v THE POLITICAL PROCESS 
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Gr.8-12 * . 

Allen, Robert W. and Lome Greene . 
The Propaganda Game 

National Academic Games Project or WFF'N PROOF Learning 

Glimes Associates (1967), $7.00 
^4 players, 20-40 minutes ^ / 

A quiz game examining propaganda techniques. Propaganda 
examples are provided, and players musi identify the strategies 
' being used. Includes rule book, technique cards, example, 
cards, plastic markers, and cleSr thinking chart. 

Qr.9-12 " \ 

Gillespie, Judith A. . 
Bottieneci( (American l^olitlcal Behavior series)* 
GInn and Company (1972), $57.65 

'4-72 players, 3-4i<;lass periods ^ 
A card and board game which teaches students how bills are 
passed Into law. By playing rotes of senators and repre- 
sentatives, students must deal with problems similar to those 
reaj members of Congress face In supporting or opposing 
legislation. Includes teacher's guide, six participant guides, six 
game board's, six decks of cardsi and a transparency diagram. 
Game set also Includes materials to play Ninth Justice (also 
described in this catalogue). 

> ^ - 

Gr. 12, teacher < t> 

Harader, Wi"jam and Marshall H. Whithed ^ 
Legisim: A Legislative Simulation (Study Guides and Teaching 
Aids series) 

Center for th§ Study of Federalisnf\(1973), $2.50 
20-50 players, flexible playing time 
Jsimulates the legislative process at either the state or national 
level, and for either a unicameral or bicameral system. Players 
are given party and regional identifications. Committees are 
formed, aad bills are Introduced, reported to the floor, amended, 
and voted on. Several game variations are provided, and^he 
guide contains many suggested bills. Resigned for college 
students, but may be adapted for use with advanced high school 
students. v 

Gr.8-12 t 

Krause, William and David C. Sfscho 

Six involvement Exercises for United States History Classes 

(Vols. 1-4) , ' 

Involvement (1974), $10.00/Volume 

Each of the four volumes contains six activities, including in- 
quiry exercises, role playing, and simulations on historical, 
political, and legal subject^. Includes material on the electoral 
college, presidency, the Korematsu trial (legality of relocation 
•and internment of Japanese Americans during World War II), 
Dred Scott trial (rights of slaves), thePullman trial (legality of " 
railroad strikes), and manysOther subjects. 

Gr*9-12, teacher 

Williams, Diavid and Stanley Blostein , ' ' % 

The Lobbying Game 

Gamed Simulations Inc. (1974), $85,00 T 
20-60 players, 2V2-5 hours i 
Simulates the lobbying process (n a state legislature. Players 
take r;oles of lobbyists and legislators. Legislators get points if 
their bills are discussed in committee and reported to the floor. 
Lobbyists get pointis if legislative committees take the desired 
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action on1>llls affecting their interest. Includes role cards, name 
tags, bills, sanction forms, committer rules, record sheets, 
point tally sheets, and leader'^ guide. . 



THE CAMPAIGN TRAIL 



Gt.8-12 . 

Changing Times Education Service, Editors 
Coalition V 
Changing Times Education Service (1972), $19.95 
16-unlimited players, 6-10 class periods 

Players representing pVesidentiaf candidates, campaign 
managers and Staff, reporters, and spe6ial int,erest groupstry to 
form viable cpaiitions to win the election. Stages of the game 
Include "Platform Building, "Xampfaign," "General Election," 
and "Electoral College." Includes state maps, master strategy 
3heet, platform guide, Election return form, chance ^cards, 
resource cards, and electoral college cards. . ■' 



Gr.7-12 

Civic Educational Aids Co. : ' 

Election U.S.A. ' ' 
Civic Educational Aids go. (19^8), $14.95 
2-40 players, 1 or more class periods 

A board quiz game In which correct answers to fact uaf quest ions 
about the Constitution and the American political system gain 
electoral college votes for presidential (Candidates. The .first 
player(s) to gain 270 electoral votes wints) the game and the 
^ presidential election. Includes playing board, spinner, score 
pads, questipn qards, and electoral votl^ cards. ^ 

Qr. 12, teacher / 

Coplin, William D. and Leonard Stitelrnjan - ' 

Presidential Election Campaigning (American Government 
V Simulations Series) 

Science Research Associates, Inc. (1 969), $1 .25/ student 

handbook I 
Unlimited players, 2 clA^s periods, 2-1 i homework hours 

A series of exercises and homework assignments in which pairs . 
of students ara^sked to play candidates for president of the j 
United States an3campaign against each other. Each candidate 
must take stands, pronnfbte hl^ public Imag'e, manage his re- 
sources, antfaeal with his opponent and the electorate! 
Designed for college students but may be used with advanced 
•high school students. ^ ' . 

Or. 10-12, teacher ^ L 

Durham, Russel and Virginia flusseJI, with Paul A. Twelker 
Power Politics j 
Simulation Systems (1971), $12.00 
20-40 players, 5 class periods 

Simulates interplay between candidates and special Interest 
groups In a political campaign. May be adapted to incorporate 
issues and candiciates of any currentlcampaigr^-Students play 
roles of candidates, news reporters, and repcesentatives of ' 
various Interest groups. They formul^ate portions, attempt to 
obtain pledges of support, hold press conferences, and cam- 
palgn.Jncludes players' manuals, administrator's manual, role 
cards, and playing form. > / * 

Qr.9-12 " ^ 

Gillespie, Judith A. ' ' 

City Hall: A Slmufated Mayoral Election (American Political , 

Behavior series) 7 ' . 

Ginnand Company (1972), $7.80 
14-48 players, 4*5 class periods' 

Simulates a nhayoral election In a fictional mid western city. 
Players take the roles of reporters, party leaders, candidates, 
anc^oters. Besides voting, tf/ey attend party meetings, bargain;^ 



ing sessjons, and{cari^\gn ralii<Bsy0cfMdas teacher's guide, ^ 
participant guide^, ahaj^upli^atih^^^^ . 

Or. 7-12 ■■• , ^.^3^^- ^ 

Kennedy, CharlesiL. T •■''^''/u'i'rr^* '> 

Votes: A Simulation of Ofganlzlhig^'^^^ . 

Campaign f '-r^./-^' 

Interact (1973), $12.00 - ; ^ 

35 players, 15;xlass periods ■'/'■.^Jyc^^! . 
Can bemused to simulate national, ^lat^^^^d local campaigns.. 
Students are assigned to<?arnpalg(v^)J^'a]or and minor parties 
or as representatives of the voteris^ Pdrtjj^ are given campaign 
resource allocations and then are ex|;|B</t|d to preparejpeeches, 
news conferences, position papers? 6^)i|ion polls, and other 
eleinent^ of waging a'campalgn. TJTf(B,e;feirtion climaxes the 
exercisQ. Includes teacher's guide 

Gr,7.1Z • , ; .,:7ip$^;;f " • V. > . 

Kleltsch, Ronald G. : ^ :' 

-Campaign . ' ■'■■i,-^^-:^ ■■ '* ■"■ . 

Instructional Simulations, Inc. (1§(7^|$t^5;00 ' • 

.16-32 players, 4-8 hours in V? hour pA^^ - 
Sirr^lates in mgch detail the noml^^ial^a^ can- 
didates for a state sensrte.^laye^k'^^e roles of can'didates, 
campaign managers, party worker^^n^jpalgn election armiysts 
reporters, and representative$6^>^<^us parts of the public 
sector. Parties pass resQlutldhs oti^^^^^^ 
candidates, and run campaigns fQir;^!)>^tb^ of eight simulated 
weeks. Based on midwest votlng,p^t§rhs and data from 1 960- 
1970;includes instructor's manuetl^^ij^^ role* 
descriptions, news release forms, pi:^^ candidate 
support formsj-medla coverage forrjii^^iimmarles of Issues, 

- advertising and promotion report: fdj^^ i)uyic sector con- 
tribution forms, party and public seci^jpf: reporting forms, and 
candidate speaking engagemefft scHjBiiules. • 

Gr. 5-12, teacher ' "'^ 

Theis, Paul A. and Donald M. Zahh 
Hat In the Ring: The Preaildentlal^binliiat 

Cheynging Times Education Servifee (1^971 >; $9.95 
3-27 players, 1-5 class periods : r ^* ^5 
A board simuf^tion game in which'pl£Lyer^:take the roles of can- 
didates, campaign managers, cam pa|gh. treasurers, a banker,, 
and a taily clerk. In "Stage 1 , TheT^arrjpfiiQh'', the candidates 
"'travel" from state to state to try tp;!galrT.a^ many convention 
delegates as possible. Decisions m^ust tetnade as to campaign 
strategy, fund raiding, and expeniflfturps* In "iStage 11, The Con- 
vehtlori", caucuses, demonstrations, iBfii€frtainment, and deals 
are used to win delegates if a candidatejs not elected on the 
first ballot; Chancels a significant fact<>rin the play. Includes 
game rules, playing board, candidaie markers, national con- 
vention site marker, delegate markers, p)a/er cards, and play 
' money. . . - * W •: « 

■ ■ ■ ^ - ■ .. ■■■ V-;' ^ ■ 

Gr. 5-12, teacher j\ «a 

Young, Joseph aqd Marlene Young / " 
Election: The Game for "President" . 

Educational Games Company (1974), $9-04, v 
4 or more players, 30-6P minutes (or longer)^i^ 
Intended to inform players about the f Ond^rn'entals of the ' ^ 
presidential election process. Players proceed in politics 
through roles as local, state, and national officials until presi- 
dential primaries are held. Campaigns are then-waged for nom- 
ination and the nations^ election. Alternative r^Jjes are presented 
so that the game can be based on dice throws pr actual cam- 
paigns waged witMn the classroom ."^Suggestiorie are made for 
'supplern^ntary activities, class discussions, and projects. 
Includes teacher's guide, folding game^oard^ career score 
wheel, game pieces, dice, opportunity cards, and cpmbination 
-'score forms. ' 
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Gr. 8-12 

Yount, David and-Paul DeKock f 
Division: A Simulation orthe Divisive Islsues of the 1850*8 and 
the Crisis Election of 1860 

Interact (1968), $12. do 

35 players, 20 class periods 

Students role play the four candidate for president in 1860 and 
become involved In the issues surro^ndihg the campaign. 
Teacher's guide includes exarhinations on information about Xfye 
times, issues, and political process. Students' guides provided. 



STATE AND LOCAL GOVERN MENT 



Gr. 5-9 

Allender, Donna and Jerome Allender * 
I Am thO'Mayor Otudy Guides, and Teaching AideS series) 
Center for the Study of Federalism (1971); $5(3.00^ 
Unlimited players, flexible playing time \ 
Students play the mayor of a small city. who rnust respond to ^ 
cornplaints and appeals from phone calls, reports, letters, and 
newspapers. Informational help may be found in "The Mayor's 
Filds," althouigh the decisions must be made by .each mayor. 
Includes teacher'srmanual and student materials containing 
"The Mayor's Work," "The Mayor'a Questions," "The Mayor's 
Files," and "The Mayor's Decision ." Designed for elementary 
'Children, but can be adapted |or older youth. 

Gr. 9-12, teacher ^ 
Community Service Volunteers 
Greenham District Council 

Community Service Volunteers (1 974), J 1 .00 (about $2.34) plus 

postage , 
8-15 players, 1-2 hours 

A British simulation of a district council meeting. Thepoun- 
ci^locs discugs seven items on the agenda, five of which require 
funding. Since there is not enough^oney to go around, prior- 
ities have to-be estabbshed. Can be adapted for usfe in this coun- 
try. Includes teacher's notes, role sheets,, name tags, briefing 
sheets, and agenc^* sheets. « 

Gr.^1 2, teacher - 
Community Seivlpe Volunteers ♦ 
Industrial Location Game 

Community Service Volunteers (1973), 40p (about $ .94) plus 
postage 

15-30 pfayers, 2 class periods . ^ 

A British simulation in which players are representatives of 
.various interest groups. They argue the pros and cons of 
suggested sites for a steel plant. Students are given broad 
^rgument^ useful for each rofe assignment, but in man/cases 
are encouraged to do further research to maximize their in- 
fluence^t a meeting of the interested pafties. Can adapted 
for use Ir this country. Includes reprint of news article, role 
descriptions, and instructions. 

Gr. 7-12, teacher 

Community Service Volunteers - ' 

South Street IHostel Storm 

Com munity Service Volunteers (1 975), 40p (about ^ .94) plus/ 
postage 

.24 players, 2 class periods . ' ^ ; 

A British simulation in which players take the roles of com- 
munity members living in an area where the local ^thority 
wantSito locate a hosteffpr mental lyliandicapped youth. Aresi- 
dents*Wssociation meeting is called ait which arguments pro and 
Qon can be presented .^putsjde research'on the problem is en- 
couraged. Easily adaptable for use In^this country. Includes re- 
print of news article, role descriptions; map of area, ancJ 
instructions. ' 
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Gr. 7•^2i teacher 

Community Service Volunteers 

Spring Green Motorway 

Community^Service Volunteers.(1 971 ), 40p (about $ .94) plus 

postage - 
y24-30 players, 2 class periods 

Students play residents ot the community of Spring Grepn, 
'some of whom are very upset abc^t a proposed major highway 
which may be'built nearby. A public meeting is held and 
opinions, pro and con, are expressed. Outside research on the 
problem is encouraged. This British. simulation can be adapted 
for'use in this country, includes reprin^^of news article, role 
descriptions, some questions to be raised, and instructions. 

Gr. 7-12, teacher 

Dodge, Dorothy and Jimmie Powell 
MOIberry 

Paul S. Amidon and Associates, Inc. (1970), $57.50 

30 pl&^ers, 5-9 cjass periods ^ 

PlayerSj^take the roles of citizens, city officials, and professional 
planners of M.u^berry, «i simulated urban com/nunity. Their go^J 
is to create a workable plan for urban renewal )The plan mOst 
'take into consideration local government planning^ pHvate 
development, the rights of aM citizens who will be^affectad by • 
the project, and requiremeftts for receiving federal fund€. 
Includes p^icipants' manuals, sector manuals, role descrip- 
tions, fiqd scoring forms. ' . 

Gr. 9-12, teagher ^ 
Feklt, Allan G ^ • . v - ^ 

CLUG: Commumty Land Use GamQ 

The F/ee Press (1 972), $5.50 (game manual only), 
Urtex Affiliates lrrcn(1 972)," $75.00 (complete kit) - 
' 5-20 players, 3-12 hou/s ^ - - ^ 

A some\>|hat complicated simulation game giving srtudents the 
'opportunity to build a city^ based on principles silmilar to those 
' operating when American cities were established. Players work 
' in groups making decisions based on«their private interests and 
the public good, showing the interrelationship between the two. 
Several variations of the game ar^provided. Instructor's manual 
and player^' manuals provide ail necessary information and 
forms. ' ' ^ . 

Gr. 12, teacher ' • . ' - ^ 

Feldt, Allan G. • 

W.A.L.R.U.S.: Water And Land Resource Utilization Sim uiation 

Urbex Affiliates Inc. (1972), $75.00- ' . <^ 
15-30 players, flexibl#playing time * * 
A very^complex board simulajion tn which players, ir> teams » 
representing various community interests, buy, sell, and 
^ develop land, water and community resources. The Township ' 
Board and City Council can restf ict or encourage certain trans- 
actions. Players attempt to increase their economic and political 
strength, personal status, and prestige, Bnd/orthe overall 
environmental quality of water resources. Includes guide, 
woocleri playing pieces, playrng b^ard, record sheets, and play 
money. ^'^ . * " 

Gr. 9-12, teacher ^ 

'Goodman, Frederick L. 
Policy Negotiations'and Urban Games 

' Urbex Affiliates Inc. (1974), $75.00 

10-30 players . ' . ^ . r 

^^rovides sanodel gaming process for creating your awn games 
through f i^ "priming'* or sample games. The priming games are 
concerned with negotiationsover school board policy disputes, 
the building'tDf'an industrial pH(k and a regional shopping 
center, and other community decisions. Best used with ad- 
vanced students. K^t includes operator's manual, p\^^rs' 
manual, game board, and playing pieces. 
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©r, 7-J2. teacher T ' - * / 

kleltsch, Ronald ta. 

Blights An Urban Simulation (Urban Environment Education. 

Series) , 

Instructional Simulations, Inc. (1972), $45.00 
20-30 players, 6-8 class periods — 
Simulates some of the problems of urban decay. The city 
council of Zenith City Is given money by the state legislature to 
study the city'S needs and create social policy statements. Task 
forces are created to make recommendations to the city council. 
Students, representing various factions," must develop plans to 
^ improve the community. Includes instructor's m.?inual, 

partj^cipant materials, sheets on the human factors involved, and . 
playing'forms. ^ 

Gr. 7-12, teacher ^ ' . * 

Kleltsch, Ronald G. «• 

No' Dam Action: An Ecology-Water Resource Simulation (Urban 

Environment Education Series) • 
Instructional Simulations, Inc. (1974), $115.00 
20-40 players, 6-20 class periods * j 
In this'simulatlAn, 22 waterresource problems encourage 
students to analyze thei political, social, and ecological 
^problems involved rn Constructing sound environmental poll- 
^ cies. Players represent elected and, appointed government 
officials, as well as environmental, business and civic^roups, 
concerned about what actions Zenith County will take con- 
cerning a proposed dam, nuclear power plant permit, and other 
water-related concerns. Included teacher's guide, role descrip- 
tions, resource manuals, probfem summaries, playing f^rm^s, 
map, and background information. 

Gr. 7-12, teacher ^ . \ 

Kleltsch, Ronald G, " 

Tracts: An Urban Land Simulation (Urban Environment 
, Education Series) 

Insftructional Simulations, inc. (1969), $45.00 
12-40 players, 2-4 hours 

The simulated community of Zenith City must decide-how to use 
16 city blocks. Four competing groups (city planning com- 
mission, ufban housing proponent^>M4ustrialists, and land 
developers) use money, publicltyvand various political ; * 

manuevers to get the city council to approve their land use 
program. Includes instructdfrs-manual, four sector manuals, 
land value key cards, tracts record sheets, news release sheets, 
property purchase agreement forms. 

Gr,7.12 - . . 

Koppel, John A. - - 

Urban America 

Classroom Dynamics Publishing Company (1972), $21 .50 

* 20-36 players, 5-li5^lasiS periods 

Sinnulates conditions in the community of San Tomas with- 
student^ representing citizens of various ages, occupations, 

• and income. (Though females are assigned to play wives, 
teachers can alter that stipulation In the role assignments.) 
Neighborhood groups discuss several ^ssues— ranging from 
housing and the environment to crime and education— which ^ 
face San Tomas, declde.'What action would be desirable for the 
city council to take, then vo^e on the issues. All necessary infor- 
mation and materials are provided in a book with tear-out pages. 

Gr. 9-12, teacher " . . 

Lawson, Barry R-. 

New Town Educational Kit 

Harwell Associates (1971), $28.00 
3-20 players, 1-3 class periods 

Simulates the creation of a new community 25 miles from a 
major city. Players attempt to build a pleasant community while 
acquiring wealth. They bid on and purchase property, erect 
buildings, and participate in town meetings.^ Intended to show 
the need for coalitions and compromise in creating viable com- 
munities. Includes playing board (map), building markers, play 
money, record sheets,' dice, and plastic property markers. 



Gr. 12, teacher ^ 

Rausch, Erwin * 

The Community (Eco'nomic Decision Game%erles) 
Didactic Systems, Inc. (1968), $13.20 
30 players, 2-4 hours 

A community tries to meet the need for more public services 
without a m14sslve Increase In taxes. In order to^nderstand the 
complexity of the issues, students represent views of commun- 
ity taxpayers, employers and employees of local Industries, and 
elected officials, ^^y possibly be used with'advanced high 
school students. Materials for 30 players included. 

Gr. 5-8 

Reese, Jay and John Wesley ' - ^ 
Council: A Simulation of Probiem-Soiving at the Community 
Level 

Interact (1974), $20.00. 

35 players, 15 class periods . h« , ^ 

After a simulated j&fection for mayor and city council represen- 
tatives, the remraining students take roles of the.city recorder, 
newspaper reporters, planning commissioners, and citizens of 
Riverstrfeam as 20 community Issues are decided. Issue§ 
range from dog control and salary raises for city enriployees to 
slum housing and pollution. Includes teacher's guide and 
student manuals. 

Gr. 9-12, teacher 

Rosser, David' 

Pressure: A Simulation of Decision-Malcittg in Local 
Government ' ' 

Interact (1972), $12.00 ' ^ . " ' 

36 players, several cla&s periods 

A simulation in three parts. Students-playing members of a 
community council experience pressure from six groups as the 
council tries to make a decision on a proposedi^o^-lncome 
housing development. In the second part, citiz^is:plect public 
officiais^at a time when businessmen want tabuildlas/^ctory on 
historically valuatHe land. In part three, students form thelr'own 
pressure groups to modernlze'high schoo^^curricula and facll-' 
Itfes a'nti approach the school board. Instructor's guide Includes 
^•all necessary Information. The simulations can be^valuated by a 
pressure influence point system, a final test, ani^student eval- 
uations. > , . 

/- ) , 

Gr. 8-12 

Rosser, David 

Taxes: A Simulation of How IMajor Taxes Affect Individual Wd 

Community Decisions 
Interaaifl 974), $8.00 ' * . / ■ 
36 players, 6 class periods ^ 
Students play citizens of various occupatldns— from doctors- 
and corporation presidents to disabled plumbers and un- 
employed artists— and try to determine what kinds of taxes are 
fair and from whom they should be col.Jected. A community 
council holds public hearings. includ||^^jqsHderdtions of 
Income taxes, real property taxes, salesme^, and nuisance' 
taxes. Teacher's guide and students* guide provided, 

Gr.9-12 

Ryan, Thomas P. i 
Reapportionment! A Confrontation Between Political Reformers 
and Devious Politicians 

Simulation and Gaming Association (1973), $1 .95 
Up to 50 players, 3 class periods 

Designed to help students understand some of the problems in- 
volved in reapportioning a state legislature. The hypothetical 
stafeof Northumberland has been directed by the courts to re- 
apportion its Assembly. Players become members of the 
majority party which wants to,preserve party strength while 
meeting the co^'s order. Game manual includes instructions, a 
state map, and data on each county. 
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Qr. 8^12, teachtr 

Shjrts,*R. Garry , 

MetropotitiC9 • ^ ^ * 

Simnell (1970), $3.00 (for sample set), $25.00 (for complete kit) 
1 8-35 players, 1 -3 class per^jods or 1 -2 hours - 

A simulatlon*in>«laicll^tlzens of Skelter County try to reor- 
ganize their government. Players are assigned roles based on 
such variables as occupations, residence, salary, race, and family 
status. They evaluate each of six proposals and can form 
pressure groups encouraging ^ddption of the ones in their best^ 
interest. The six propositions are: a single unified government; 
a two-level (county and local) government'; a government wjth 
special districts for particular functions; a municipal Income 
tax; the institution of a blue ribbon panel to study the issues; 
and a neighborhood government plan. Includes director's 

^ manuals^, participants' instructions, tokens, and pressure group 

* cards. ' . * ^ , 

• ' J . . 

Qr. 7-12, teacher 
Twelker, Paul A. 

Poiiutipn:. Negotiating a Ciean Environment— A Simuiation 
Exercise for Examining the Poiiution Probfem 

Simulation Systems (1971), $22.50 

4-32 players, 1-3 hours ' 
In this simulation^ students try to negotiate for.the best possible 
environmental goals with as little compromise of personal and 
business goals as possible. Students (or teams qf students) 
represent business and industry, state government, citizens, 
and conservaiMlfenists as they consider a number of pollution 
issues in negotiation sessions. A^co.rlng system aljows players 
to keep track of how the quality of life is.affected by ttieir de- 
cisions. Contains ifour complete sets of materials, including 
instructor's manual and overhead transparencies. 

^ » 

Gr. 4-8 • , 
Wesley,. John , ' ' 

Equality: A SJmi^iation of the Struggle for Racial Equality in a 

Typical American City. - ' 
Interact (1971), $12.00 
36 players, 20 class periods 

A^ter a brief expe't!l§nce as slaves in a i^ythical society, players 
become citizens of an American city. Role assignments provide 
students with information on the age, ethnic background, 
education, occupation, income, and address of the persons they 
will play. Blacks can gain "Image points" while studying black 
history, but can lose them under pressure from^other sources in 
the comrnunity. Activities are culminated by^a community crisis 
in which ihe school board must decide what to do about school 
integration. Teacher's and students' guides provide all neces- 
sary information. ^ 

*■ • t» ' 

Gr. 9-12»1eacher 

Western Behavioral Sciences Institute 
SItte 

Simile II (1 969), $3.00 (for sample set), $35.00 (for complete set 

for 25, $50.00 (for complete set fo> 35) 
1 5-35 players, 1 -5 class periods 

Groups representing taxpayers, government officials, educa- 
tors, business people, and the disenfranchised must decide In a 
limited time how to use their influence to change their city. In- 
fliienc^ points can be used for and against several proposals 
relating to parks, employment, youth sehqces, and taxes.* 
Includes control guides, participants' instructions, status in- 
dicator chart, role cards, and forms, 

Gr. 7-12, teacher . 

Yount, David and Paul OeKock 

Sunshine: A Simulation of Current Racial Problems in a 
Typical American City . , 

Interact (1.972), $12.00 

20-35 players, 16-22 class periods 

Simulation designed to teach about black history in this coun- 
try, Examine racial attitudes In oneself and others, and give 



experience in persuasion. Students are "reborn" into particular 
ethnic and social "groups in the city of Sunshine and Its suburbs. 
Conflict arises o^er two issues, eqgal educational opportunity 
and crime control, and citizens form pressure groups to 
inMuence the school board and^city council. Includes players^ 
manuals^ team manuals, administrator'^ manual, maps, charts, 
decision form^, pressure cards, assignments, and attitude 
tests. 



THENATIONAL SCENE 



Gr. 12, teacher , 

Coplin, William 0. and Leonard ^titel man 
Budgetary Process (American Govei^ment Simulations Series) 
Science Research As'sociates, Inc. (1969), $1 .25 * 
Unlimited players, 2xlass periods, 3 homework hours 
All students are asked to become presidentii^l advisors andT^s a 
,l}omewo/K exercise, prepare recommended budgets for six HEW 
programs. They mlist tr^^to increase presidential popularity and 
take into account the need forcon^rdsssional approval. .Class 
discussion includes pqA>lic m'stificatiog and private strategic 
explications for budg^ allocations. Tables based on various 
a^sp^mptions aboutltie poYitioal enviropment assist the instruc- 
tor and class ih evaluating the, Jt^ud gets. Designed for advanced • 
l^igh school and college studdBts. 

Gr! '12, teacher 

Stitelman, Leonard and William 0. Coplin 
' Congressional Committees (American Government Simulations 
Series) — 

Science Research Associates^ fnc. (1969), $1 .25/student 
. handbook 

6-20 players, 2-4 class periods * 
- Players take th^roles of joint congressional committee * 
members. Rep^resentatives and senat9rs meet separately in 
caucuses and together In a formal meeting to write a cqm- 
prom>tse version of two anticrime bills. Designed for college 
students, but may be used with advanced high school students. 

Gr. 9-12 ' . , 

Gillespie, Judittf A'. 

Bottleneck jAmerican Potiticar Behavior series) v 
Ginn and Company (1972), $57.65 
4-72 players, 3-4 class periods " ' ' 

A card and board' game whtch-teaches students how bills are 
passed Into law. By playing roles of senators and Vepre* 
sentatives, students must dea^rwith problems similar to those 
reaA members of Congress^ac^ (.rTsupporting or opposing legis- 
-'lation. Includes teacher's guideV^x participant guides, six 
board games, six decks of cards, and a transparency diagj:am. 
Game set also includes materials to play Ninth JustiOe Calso 
described in this catalogue). 

Gr.'9-12 < 

Gillespie, Judith A: ^ 

Influence: A Simulation of National Pollcy-Making (American 

F^olitical Behavior series) 
Girlfn and Company (1972), $7.80 ; 
21-51 players, 4-5 class periods „ ' . 

Players become senators and representatives, government ^ 
bureaucrats, reporters, interest group leaders, and the president 
in this simulation of policy-making on major issues before Con- 
gress. Includes teacher's guide, participant guides, and dupli- 
cating masters. 
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Gr. 7-12 ' ^ ' 

Kennedy, Charles L. 

Amnesty: A $imuiation Dealing with the Problem of Amnesty 
Following tlM Vietnam War V . 

Interact (1974), $8.00 ^ 
15-40 players, 3-5 class periods' ; 
Students take the roles of members of clemency boards, military 
and civilian advocates and opponents of amnesty, arwj deserters 
and draft evaders. Hearings on 15 hypothetical cases are con- 
ducted. Teacher's guide arid students' guides provided. ' 



Gr. e-12 

Lacey, William ' ^ ' 
Espionage: A Simulation of the Rosenbergs' Tfial of 1951 

Interact (1974), $12.00 

35 players, 3-5 class periods 

Students examine the anti-communifst mood of the 1 950's, the 
justice of use of capital punishment for conspiracy in com- 
. mitting espionage, and the validity of evidence in the trial of » 
Julius and Ethel, Rosenberg . The trial is reconstructed and the 
jury reaches its own conclusion. Includes teacher's guide and 
students* guides. . r ' « 

Gr. 8-12 ' 

Petersqn, Ajlhur 

Pea^e: A Simulation of War-Peace Issues During the Wllsonian 
l^riod . 

Interact 1(1972), $12.00 ' 

35 playerp, 20 class periods ' 

In the first phase of this simulation (beginning in 1 91 4). each 

player joins one of the<following factions: i,dealists, realists, 

Anglophiles, Francophiles, and Germanphiles. The factions, 

through letters and newspapers, try to influence America's role 

in World War I and the decisions facing President Wilson at the 

Versailles Conference. In phase two, students t)iay seoators 

^who consider the Treaty of Versailles. Includes teacher's guide 

and students' guides. . 

Gr..8-12 

Ro^er, D^vid ' ^ , ^ 

Defense: A Simulation of the Forces Which Shape Our Defense 
Budget 

Interact (1975), $8.00 

35 players, 3-5 cla^ periods 

Students become members of a congresssional armed forces 
^committee or one of five special interest groups which present 
heir views on defense needs to the committee. After the com- 
mittee draws up a final bill concerning defense budget alloca- 
tions, it is sent fdt debate to both houses and then to the 
, president for veto or signature* Includes teacher's guide and 
students' guides. • 

Gr. 10-12 * ' \ - 

Rosser, David 

Spiral: A Simulation of Our Stmggle To Control Inflation 

Interact (1974), $8.00 - - * 

35 players, 3-5 class periods > , ^ 

After some stijdents are assigned roles as president, head of 
labor lobby, head of government employees, head of business 
group§, head»of farmers, head of consumers, and head of 
bankers/ investors, other students choose a faction which * 
inlerests them and work vyith their leader to determine the most 
appropriate way to deal with an inflation Crisis. Each group pre- 
sents its proposal to the president w^io, with the help of an 
economic advisor, must make a pKoposal to Congress. Congress 
enacts legislation which the president then must sign or veto. 
Includes teacher's guide ^nd stucJents' guides. ^ 
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Gr. 12, teacher 

Stl-telmari, Leonard and William D. Coplin 

The Congressman al Work (American Government Simulations * 

Series) ' 
Science Research Associates, Inc. (1969), $2.00/ student 

handboqk . ^ . 

Unlimited players, 2 class periods, 1 Vzhomework hours 
Tries to provide students with an understanding of the pressures 
influencing a congressman's behavioVand decisions. Students 
are asked, as a,homework assignment, to act as congressmen 
responding to questions raised in letters and media by their con-^ 
stituents, colleagues in the House, and the presl/dent of the 
^United States. Simulation can also be based on new roles 
created from data about actual congressmen. Designed for . 
college students, but may be used with advanced high school 
students. 

Gr. 7-12, teacher 

Weste/i behavioral Sciences Institute 

Napall \ . 

Sipftflell (1965), $3.00 (for sample ^<it), $35.00 (for complete kit 

for 25), $50.00 (for complete kit for 35) ^ 
1 8r35 players, 3-5 class periods 

Simulates a legislature resembling Congress.- players take roles 
as representati>?es of one of two political parties from eight fic- 
tional states. They must work foror against 11 bills. Legis- 
lators.must consider their own opinions, the views of their party, 
and the desires of their constituency, as well as the pressures 
applied by other legisJators. Complete kit inqludes teacher's 
guide, participant instructions, and forms. 

Gr. 7-12, teacher 1^ 

Yount, D^(vid*and Raul DeKock 
Panic 

Jntei^act (1968), $12,00* 
25-36 players, 23 class periods 

The game indicates the political beliefs and attitudes of Repub- 
licans, Democrats, and independents in 1920. Players beglr> by 
taking an attitude test, the results ofwhich place them in one of 
these groups (party switching is later allowed). They are then 
assigned roles based on theif occupation or pressure group affil- 
iation, geographic region, social position, and amount of 
wealth. The game simulates the effects of the stock market 
crcish, bank closures, and subsequent legislative efforts to 
overcome the Depression. Administrator's manual includes 
playing forms, instruction sheets, pre- and post-test, and 
suggested assignments. 



THE INTERNATIONAL ARENA 



Gr. 9-12, teacher 

DalPorto, David and John Koppel * ^ 

The War Crimes Trials ' 

History Simulations (1974), $17.5(5 ' 
25-40 students, 10 class periods • * 

Simulates war crimes trials in Germany after World War II. 
Students take the roles of judges, witnesses, lawyers, and four 
of the accu.sed in two separate mogk trials. Includes alfrteces- 
sary information and forms. 



Gr. 7-1:^, teacher » 

OeKock, Paul and David Yount 

Destiny ' ' , 

Interact (1969), $12.00 

16-35 players, 5-15 class periods 

Simulates the political situation in 1897-1898 as President 
McKinley and the Congre^ss must decide whether or notjo 
declare war on Spain. Participants play President McKlnlfiy and 
members of pro- and anti-war factions (Spanish^diplomata, 
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Cul)ans inHheU.S., businessmen, newspapermen, imperialists, 
anti-imperlallsts) as they deal with the foreign policy Issues of 
the time. Includes Instructor's guide, players' manuals, and 
' team nrranuals. Guide includes an overview test and exercises' 
which encourage students to dlstingulsf^Jact from opinion. ' 

Or. 12, teacher ' \ . ^ 

Feraru, AnneT. " 
International Conflict (Consortiurh for International Studies 

Educatibn Series) , 
Learning Resources In International S^tudles (1 974), $2.00 - 
. Unlimited players, 1 2-26 class periods 
A series of 1 2 exercises designed to give students Insight 
Into the nature of conflict, especially international conflict. 
Includes a self-inventory on attitudes tow^d conflict\ an 
analysis of the ways social scientists approach conflict, role- 
playing exercises In which decisions concerning international 
conflipt must be made, and other activities. Designed for college 
students, but adaptaW^^for useby high schoo( students. Manual 
includes all necessary information. 

Gr. 12, teachar 

Gamble, John 

The Uses of the Sea (Consortium for International Studies 

Educatlort Series) 
Lef^rning Resources in International Studies (1974), $2.00 
1 4-28 players, 3-^ class periods 

Simulates conflicts which might arise among seven nations over 
uses of the sea. Players tal^e therole? of heads of states, foreign 
policy advocates ,-Snd domestic interests advocates. They m^ust 
negotiate with other players to achieve mutually agreeable posl- 
'tlons on uses of the sea. Four qptional fot4ow-up exercises ar^ 
provided. Pesigned for dollege students, but acfeptablefor use 
'"^by advanced high school students. Participants' manual 
includes all necessary information. ^* 

Qr. 9-12,^teacheA 

Hefbert. Beverly, Anne Stadlerand the World Without War 

Council of Greater Seattle 
Worid Without War Game 

World Without War Council of Greater Seattle (1 971 ), $1 0.00 
20-40 players, 5-8 class periods 

Simulation kit designed to be played by adults oyer a weekend, ^ 
but containing instructions on adapting W^or high school 
students to play during class time. Intended to make players 
aware of the dangers of war and motivate them to develop 
programs helpful in establishing world order where international 
^ conflicts would be resolved without mass violence. Players 
simulate vyar by taking roles of soldiers, advisors, military 
officers, supreme commander, and negotiator. Kit also contains 
other activities for discussions. Includes leader's book, 
whistles, sets cwfarmbands, top secret cards, fate cards; melo- 
drama scripts, And To End War (book). . 

Gir. 5-12 

Li^nehan, Thomas E. and Barbara Ellis Long 

The Road Game: A Project in Art and Social Science 

Seabury Prehs (1970), $1 .95/teapher's book, $1 .45/ students' 

book ' — 

16-32 players>1-3 class periods 

The game "board" (squares of large paper on the floor) can be 
constructed from art supplies available in most schools. Teams 
of st-udents attempt to "build" (pfiint) the most roads while 
having to adhere tasome intentlontally complex rules. Disputes 
are bound to arise which the players themselves must settle. 
f Intended to represent communication problems confronting 
diplomats and others representing groups which are inter- 
dependent. The game play Is follovyed by a hearing at which 
. complaints against other groups can be heard and decided by 
majority rule. Teacher's book contains all necessary.informa- 
tion. Students' book contains several related exercises and 
activities. - 



dr. 7-12, teacher 
Nesbitt,WIHIam A. 

Guns or Butter * 

Simile II (1972); $25.00 

1 8-28 players, 2 or more p^erlods or 1 hours 

Players become ministers within several nations. They try to 

promote decisions aiding their«ountry's economicand social 

affairs without endangering international order. Includes 

director's manual, players' manual, tokens, trade agreemjent ' 

earning forms, trade agreement pad, resource allocation boards, 

board covers, ^nd nation shields. ' . 

Gr. 9-12, teacher 

Pegas, Arthur^*."" ' . 

Nuremberg: A Simulation of the International Military Tribunal 
of 1945-1946 • 

Interact (1972), $12.00 ' . j ' 

18-38 p4ayers, 15'*class periods I \ 

Recreates the trial of Mazi leaders. Proyides'background Ihfor- 
mation sh6et (which requires further research by students), 
defendants' biographies, role instructions, and evidence 
samples for preparing the prosecution and defense cases. 

Gr.8-12 ' u 

Peterson, Arthur 

Peace: A Simulation of War-Peace Issues DuHnglhe Wilsonian 
Period ' 5 

Interact (1972), $12.00 
35 players, 20 class periods • ^' 
In thefir§t phase of this simulation (beginning in 1914), each 
players jQins one of the following factions: Idealists, realists, 
Anglophnei,^francophll9$, and GerrnanpWIes. The factions, 
.through letters and newspapers, try to influence^merlca's role 
in World War I and thfe.declslons facing President Wilson at the 
Versailles Conference. In phasQ two, students play senators 
who consider the Treaty of Versailles. Includes teacher's guide 
and students' guides. 

Gr.7-12 ^ ^ 

Smith, Daniel Caleb - ' ♦ ' 

Tra4e-0ff at Yalta 

Scott Education Dfvision (1 972), $28.00 

1 2 or mo^e pla^^ers, 2-6 class perldds ' , 

Simulates in|ernatlonal negotiating situations encountered by 
Roosevelt, Churcliill,"Bnd Stalin at Yalta In 1945. Players take 
the roles of chiefs of state and their advisers. Decisions and 
agreements must be negotiated, and students must learn the art 
of compromise. Also useful In teaching some of the specific 
problems facing the le^Klers of m^jor governments at the end of 
Worid War II. Includes advisers' -briefcases, profile cards, 
summaries of Yalta agreements, political cartoons, record 
containing background ifor play, map, debriefing chart, repar- 
ations statem'ent In Russian, and classified message. 

Gr. 9-12, teacher. 

Thorpe, Gerald 

Conflict * . 

Simile II (1 974), $7.50 (for "do' It yourself ' Instructions), 
$50.00 (forcomolete klt> ^ 
27-42 players^ 5-8lclass periods 

Simulates |i worJd of disarmed nations In which distrust and, 
nationalistic tendencies predominate. A world government 
(based on a system of checks and balances) must deal with var- 
ious conflicts. »CompleteJUt Includes director's Instructions, 
participants' manuals, chips, wall map, and other materials. 
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Or. 9-12. t«ach«r 
Thprpe, Gerald, 

Confrontation: Th« Cuban Missiia Crisis 

Current Affairs Films (1971 ), $1 50.00" * 
24-36 players. 1-3 class peirrods 

A slrifiuiatlon of the Cuban missile crisis designed to Introduce 
students to the complexltjes of maintaining peace. Presents the 
.crisis as seen by Cuba, the U.S.S.R., and the United States. * 
/Participants play leaders, advisers, and citizens of each country, 
many of whom ho]d different points of view and must work 
together to develop effective strategies. The game demonstrates 
Jhat peace based on "balance of p6w(»r" Is spmetlfpes difficult to 
"maintain. Game Includes teacher's gulde/^taff memos, and. data 
books, as well as four sound f llmstrlps and 35 copies pf a ' 
booklet comparing media coverage of the crisis In ihe U.S. S.R., 
Cuba, and the United States. « 

Gr. 6-12, taacliar 

Western Behavioral Sciences Institute' 
Crisis 

Simile II (1 966), $3.00 (for sample kit), $25.0(|(for complete kit \ 

for 25). $30.00 (for complete kit for 35). I . 
18-35 players, 3 class periods or 2 hours 
Six fictional nations compete to obtain a rare element while at- 
tempting to avoid national destruction and maintain the present 
governments tn office. Players take roles of messenaer's, 
members of the world press corps, analysts, and division 
makers. Time limits are set for each period of play to^lmui^ 
real pressure. Includes contfol^guldes, participant Instructions, 
and forms. / . 

/' 

•Gr. 9-12. tsaclisr / 
Western Behavioral Sciences Institute / 
Plans * 

Simile ^1 (1 966), $3.00 (for sample kit), $35.00 ^ox complete set * 

for25), $5^00(forcomplete^set6f 50X / 
1 2-35 playeriJ^I 0 c Pass periods » 

Players become members of interest grbups (military, civil 
rights, nationalist, internationalist, business, and labor) trying 
to produce sociafchange. Each group has "influence points" 
whlch.canj)e usol for and against 1 5 government policies. 
The outcome depends on how and when points are aHocated 
Each group also has the option of working with others. 
CofViplete kit includes control guides, part id pant instructions, 
and forms. 

Gr. 9-12 

World Affatr§^ouncll of Philadelphia 
SlmulstloQ: The Decision-Making Modtfl 

World Affairs Council of Philadelphia (^968), $5;00^ 
16-50 players, 5-9 class periods 

Simulates decision-making in world politics. Participant splay 
head^ of governments, budget directors! defense ministers, and 
- Influential citizens. They must cteclde on the most advantageous 
goals for their countries and the most appropriate means of 
reaching the goals. Includes teacher's guide, natiOr> profiles, 
gpllcy goal sheets, budget forms, and other Information and 
forms. , ' 

Gr.8-12 

Yount, Dayld and Paul DeKock 

Mission: A Simulation of American Forslgn Policy In VIstnam 

Interact (1969), $12.00 ' , f • . 

30-40 players, 15 clasi periods - • 
Players join one of six factions representing major American 
viewpoints about the Vietnam war. Each faction must develop 
the philosophy behind, its positions and present It to the Senaite 
Foreign Relatlorfs Committee and to the president (through a 
representative In hl^ cabinet). The president and his press secre- 
tary try to obtain public opinion popularity points while faction 
r members work for presidential influence points. Concludes with 
a presidential decision In a foreign policy crisis and a short . 
campaign for re-election. Includes teacher's guide and students' 
guides. 
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Teachvr ./ ^ 

Boo^pck, Sararie S. an<il E. 0. Schlld. c 
Slonjulatlon Games Ii/Learning 

Sage Publlcatlonsyfnc. (1^68), $10.95 
320 pal^es, hardbfiick - V 

Contains a series of assays describing the uses and impact of - 
. slmuiation'g^mi^s and discussing the rationale of gaming. 
Includes a s4lpctlve bibliography and a directory of organ- 
izations Uwolved In researching and developing simulation 
games./ 

Teaolier : ' ' 

Bpocock, Sarane S. and Gall M. Fennessey, editors' 
Imulatlon and Games: 'An Intemstlonal Journal of Thsory . 
Dsslgn. and Rsssarch 

Sage Publications, Jnc. $12.00/ year for Individuals; 

$20.00/year for Institutions 
Scholarly journal containing articles on sirrtulatlon theories, use 
of simulation games, reviews of new books and games in the 
field, and other items for those with rhore than casual interest In 
simulation. Published four times yearly. 

, Teacher 

Chapman, Katharine ' ^ 

Guidelines for Usli^g a Social Simulation/Game 

Social Science Education Consortium, Inc. (1973), $1.20 
28 pages, paperback 

Designed to help teachers get the maximum educational value 
out of sintulatlons, Including suggestions as to how to prepare 
for, condiSst. and debrief activities. Gives several specific 
suggestions whlph are not Included In many instructors' 
guides. , . k 

Teacher V 

Chapman, Katharine and Jack E. Cousins 
Simulation/Game8*tin Social Studies: A Report 

Social Science Education Consortium, Inc. (1974), $3.75 
87 pages, paperback " ; 

A study of overJOO teachers who have used simulation games, 
Including both anecdotal and statistical evldencoi Reports dn 
placement of simulations In the curriculum, range of use, 
effectiveness, and other factors. s 
'* ' . ^ 

Tsacher ' 
Chesler, Mark and Robert Fox 
Role-Playing Methods In the Classroom 
Science Research Associates. Inc. (1966), $2.00 
86 pages, paperback 

Presents the theory and practical application of role play In the 
- classroom. Includes some sample activities, advice to teachers 
on how to get the most out of role playing experlences,^nd 
information on evaluating role playing. 

Teacher \ 

Gibbs, G. I., editor 
^ Hendbook of Games and Simulation Exercises 

Sage Publications., Inc. (1974), $12.00 
240 pages, hardback . 
'A directory of EngJIsh and American games and simulations. 
Covers ^11 grade leVels (Including college and post-graduate ' 
study) and many scibject areas. Includes analytic frameworks fGr 
understanding slmutations, a glossary of words commonly used 
In simulation, extensive blbllographl^, and brief descriptions 
of almost 2000 games. 
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Teacher . ^ 

Gordor), Alice Kaplan 

Games for Growth: Educational Games in the Classroom ^ 

Science Research Associates, Inc. (1972), $3.96 
205 pages, paperback 

ExpiorQS the uses of games and simulations as educational 
tools. Also presents the philosophy and history of gaming, the 
procedures of conducting and evaluating andplanning educa- 
tional game experiences, and describes sevefCl games for 
grades K-1 2. 

Teacher ' j 

Inbar, Michael and Clarice S^asy StotI 
Simulation and Gaming in Social Science 

The Free Press (1972), $10.95 , 

313 pages, hardback ^ 

Presents the theory and origins of simulation exerpises and case 

studies, how some social science simulation games developed, 

and the process of designihg and evaluating sDch games. Ap- ^ 

pendices include annotated bibliography and descriptions of 

some games. , ' 

Teacher I ' 

Law in Ameri<||n Society Foundation ' 
Law in American Society^ " _ 
Law in American Society Foundation, tree 
This journal carries many useful articles for teachers of law- 
related stuciiesand usually provides outlines of simulation 
games, mock trials, and oth^ classroom activities for elemen- 
tary aind secondary law-related units. Issues are either general or 
thematic. Special topics include: the police, law and justice, 
international criminal law, juvenile justice, justice for women, 
etc. Some back issues are available. Published four times 
yearly. 



Teacher i 

Law in American Society Foundation 

Simulation Games (Law-Focused Audio-Visual Series) 

Law in American Society Foundation (1972), free loan (fimited 

supply) 1 
A 1 5 mipute color audio-visual set (slides and audio tape 
cassette) whic^ presents rationale for use of simulation games 
n the classroom and describes four games which are appro- 
riate for elementary and secondary students: "The Island 
Game," 'The Chalk Game," "Apportionment," and "Police 
Patrol." 



^1 



Teacher 

Livingston, Samuel A. 

How To Design a Simulation Game 

Academic Games Associates, Inc. (1972), $ .25 
1 page (mimeographed) . 

Identifies and briefly describes eight components necessary for 
developing worthwhile simulation games. 



Teacher ^ 

Livingston, Samuel A. 
Six Ways To Design a Bad Simulation Game 

Academic Games Associates, Inc. (1972), $ .25 
1 page (mimeographed) 

Briefly describes six components of badl^ desigT^d simula- 
tions. May give teachers criteria for evaluating games or 
developing games on their own.^ 



signed 



(i{^*12, teacher 

Livingston, Samuel A. anb Clarice Stas)^Stoii 
^Simuiation Games: An introduction for the Social Studies 
Teacher 

The Free Pr^ss (1973), $4.95 
107 pages, paperback 

Helps the teacher who is unfamiliar with simulation games to 
understand their potential, <^elect appropriate games, and 
'design, lead, and evaluate simulation activities. Contains com- 
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parisons among different type&of games, a list of publishers, 
and suggestions fot'further reading. Also includes all materials 
necessary (in the forovof tear-out pagep) to pJay "The Inner- 
City Housing Game," a game which can be used by high school 
students and adults interested in exploring some of the ^ . 
housing problems of the Inner city. ^ 

Teache^ 

McLean, Harvard W. and Michael J. Raymond ^ 
Design Your Own Game (revised edition) 
Simulation and Gaming Association ti975), $2.95 
1 00 pages,^ paperback 

Intended to assist teachers and' others who wi]5h to design their 
own simulation games^ Discusses game format, objectives, , 
limiting factors, types of interaction, scope and sequence, 
establishment of. rules, evalaation^procedures, and the develop- 
ment of an instructor's manual. Includes sample ^arpe and 
bibliography. a • ^ 

- ■ . . * 

Teacher 

New' York State Bar Association Committee on Citizenship 
Education j ■ ■ 

Mocl( Trial Manual ^ ' ' 

New York State Bar AssSbiation (1 975), single copies free 
22 pages, paperback 

Designed to assist secondary school teachers prepare and 
present mock trials for criminal cases, civil cases, and appeals. 
Includes one sample script, follow-up questions, and a listing' of 
courts in the metropolitan New York City area. 

Gr. 1-6, teacher 

Shaftel , Fannie R. and George Shaftej 
Rote-Piaying for Social Values: Decision-IMaking the 
Social Studies 

Prentice-Hall, Inc. (1967), $10.75 ' . 

431 pages, hardback 

Discusses role playing and simulations especially as means of 
providing practice in decision-making. Places primary emphasis 
on role playing in the elementary grades. Includes numerous 
examples of how role playing can be used, as well as^n 
extensive collection of stories which can serves as bases for 
role-playihg activities about honesty, responsibility, fairness, 
and other basic legal/moral concepts. 

Teacher 

Simulation and Gaming Association 
SAGA Journal 

Simulation and Gaming Association, $5.00/^arly membership 
Yearly membership In the Simulation and Gamlftg Association 
provides four Issues of the SAGA Journal, membership direc- 
tory and certificate, eligibility for reduced prices for SAGA 
simulations, and a free gift. The Journal includes articles on the 
use of games, new simulations, and other Information of 
Interest to those who use and design Simulation games. 

Teacher * 

Simulation/Gaming/News, Inc. 
Simulation / Gaming / N«wt ^ 

Simulatlon/Gamlng/News, Inc., $6.00/year 

' Periodical reports on news about simulation. Includes articles 
on new games, Methods, evaluation, and other related topics 
helpful to those who develop and use^imulations on all grade 
levels. Published six times yearly. 

Teacher ^ 

Simulation Sharing Service 
Simulation Sharing Service Newsletter 

Simulation Sharing Service, iB5.00/year 

A'newsletter, published ten times yearly, which announces new 
simulations, simulation training events and workshops, and 
other informatk>n helpful to those interested in using simulation 
activities. Although the newsletter is a church-based publica- 
tion^ the information it contains will be helpful to public school 
teachers. 
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rjcHtr ' / 

Tjiylor, John L. and Rex Walford ; ' ' 

Sifnutatkrh in th9 Classroom n « 

Penguin Books (1972), $2.50 

190 pages, paperback " * • 

Defines simulation and preseiite the historical background, 
uses, advantages, and disadvan\ages of classroom simulations. ' 
Also describes six games in detan. Includes a directory of 
simulation developers, bibliography, and other references. 

Veacher • / 

Twelker, Paul A., editor 

In^ructlbnal Simulation Systems: An Annotated BIbiiography 

Continulng#ducatlon Publlcatlonji (1969), $6.75 
286 pages, paperback 

Extensive bibHography of slmulatlor\ games, as well as articles 
and books relating to simulation. ^ 

Teacher * ' ^ * 

, Twelker, Paul A. and Kent Uayden 
Educational Simulation/Gaming 

ERIC Clearinghouse on Media and Technology (1972), $1 .50 
19 pages, paperback 

Makes clear distinctions among "sim'ulations," "games," arid 
"planning exercises. "Includes, bibliography and directory of 
organizations involved in simulation and gaming activities. 

Taacher 

Zuckerman, David W. and Robert E, Horn 
The Guide to Simuiatlons/Qames for Education and Training 

Mormation Resources, Inc. (1973), $25.00 
501 pages, paperback 

A comprehensive annotated review of simulation "games in all 
fields, for all ages. Also includes articles about simulations and 
their uses. A new edition of The Guide is expected in late 1975. 





SERIES 



V- 
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^^-Affferican Government Simulations Series 

^Available from: Science Research Associates, Inc. 



The American Constitutional Convention 

Budgetary Process 

The Congressman at Work 

Congfessional Committees . 

P res i(tential Election Campaigning 



American Political Behavior ^ 

Availarble from: Ginn and Company * 

' Bottleneck: A Bo^rd Game of Legislative Process (included with Ninth Justice) ^ 
City Hall; A Simulated Mayoral Election ^ 
Influence: A Simulation of National Policy-Making 
Ninth Justice: A Board Game of the^upreme Court and Judicial Process 



Awareness Games 

Available from: John Knox Press 



Agenda: A Simulation of Decision-Making in a Church Assembly 
CenterCity: A Sim ulattonx)f Urban Poverty 
The Baldicerr A Simulation Game on Feeding the World's People 
Witherspoon Church: A Simulation of Oecision-Makjng in a Local Church 



Consortium for International Studies Education Series 

Available from: Learning Resources in International Stui 

Cross National Data Analysis 
Diplomatic Practices- " 
Global Analysis: A Data Schenne and Deck for Univariate and Bivari^e 
A Handbook for Library Research, in International Relations 
International Conflict 
Introduction to the Global Society 
Methods of Univariate andBWariate Analysis 

The Uses of t[]e Sea Hi^^ ^ ^ 



Economic Decision Game Series 

Available from: Didactic Systems, Inc. 



Banking 

Collective Bargaining 
The Community 
The Firm 

International Trade 
The.Market 

The National Economy 
Scarcity and Allocation 





Fieldstaf f Perspectives of Teaching- Learning Series Packets for Secondary Schocf Is 

Available from: American Universities Field Staff, Inc. ; 

KORUPsi 

Man at Aq Kupruk, A Town in Northern Afgffanistan 

Perspective on Africa ^ . . 

Southeast Asia: Amidst Diversity Is Unity Possible? 
U rban i2ation--Cities Around the World: "Looking at Ourselves— U.S.A." 



Future Planning Games 

Available from: Greenhaven Press 

Constructing a Life Ph440S0p*vy — ^ 
Constructing a Political Philosophy^ 



/ 
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Determlnjng Americans Role in the World 
Determining Family and Sexual Rotes 
Paging \h& Ecology Crisis 
, Planning Tomorrow's Prisons 
Planning Tomorrow's Society . 



Giencot fress Crlmlnai Justice Series 

Availableirbm: Glencoe Pre^ 

Arrest, Search and Seizure 

The Basic Processes of CHmln.al Justica 

Control, Treatment, and Rehabilitation of the Juvenile Offender: Basic Perspectives 

Corrections In America: An Introduction 

Counseling on Alcoholism and Related Disorders 

Effective Municipal Police Organization 

Elements of Police Supervlslon . 

FirstAld andEmergency Rescue ^ 

Fundamentals of Law enforcement • 

introduction to Modern Police Firearms 

Issues in Corrections: A Book of Readings 

The Justice Game: A Simulation 

The Koga Method: Police Baton Techniques 

The Koga Method: Police Weaponless Control and Defense Techniques 
Marijuana: The Second Trip , . ' 
Narcotics and Drug Dependence , 
Narcotics and Hallucinogertic^: A Handbook 

The Police and the Community ' ♦ \ ^■ 

Police Patrol Pointers 

Preliminary Investigation and Police Reporting: ^ Complete Guide to Police Written Communication 
Process and Impact of Justice 

Readings in Criminal Justice ^ <^ ^ 



Study Guides and Teaching Aids ^ _ 

Available from: Center for the Study of Federalism * . , 

Amarican Federalism: A Working Outline 
. — Qltation Manual for United States Governoient Publication^ ) 
Federal Grants, the National Interest and State Response: A Review of Theory and Research ' 
I Am the Mayor 

Intergovernmental Relations in the United States: Selected Books and Documents on Federalism 

and National-State-Local Relation^ 
Legisim: A Legislative Simulation Game ^ 
Local Government and Politics in Israel: A Preliminary Research Guide 
Studying the Civil Community: A Guide for Mapping Local Political Systems' 
The United States Political System 

Urban Simulation Modeling Handbook " 



Syracusa Learning Pacicages in Poiicy Science 

Avaifbble from: Learn ing^^esources in International Studies 

The Good Society Exercise: Problerfis of Authority, Justice, and Order in Policy-Making 
An Introduction to Social Science Research * 
Introduction to SPSS: A programmed Course ^ 

Princedown Student Manual: A Gaming Approach to the Study of Policy Issues 
Probe User's Manual . 

Urfoqn Environment Education Series 

Available from: Instructional Simulations, Inc. r 

Blight: An Urban Simulation ' 

IMPACT: A Community Problem— Solving Simulation 

No Dam Action: An Ecology— Water Resource Simulation 

Tracts: An Urban Land Simulation 

Transit: An Urban Transportation iand Traffic Simulation 



You! Games Series 

Available from: Qraat I ve Resources 

You! ComMffilt Games ' 
You I Crisis Resdiution Games 
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DISTRIBUTORS ' 



Academic Qsines Associates, Inc. 
430 East 33rd Street 
Baitimore, Maryland 21 21 8 

A|perican Universities Field Staff, Inc. 

3 Lebanon Street 

Hanover, New Hampshire 03755 ^ 

Paul S. Amidon and Associates^ Inc. 

4329 Nicollet Avenue South 
Minneapolis, Minnesota 55409 

Center for the Study of FederaMsm 

Temple University . 0 

Philadelphia, Pennsylvania 191 22 

Changing Times Education Service 

1729 H Street, N.W. h 
Washington, D. C. 20006 

Civic Educational Aids Co. ' 

'513 Holly Avenue 
Crookston, Minnesota 5671 6 

Classroom Dynamics Publishing Company . 

231 O'Connor Drive 

San Jose, Catifornia 951 28 

Community Service Volunteers r 

237 Pentonville Road" * 

London N1 9NJ . 

ENGLAND * 

"institutional Rights Foundation ^ 

6310 San Vicente Boulevard 
Los Angeles, California 9qp48 

Contiiliuing Educatiort PublicatWris 

P.O. 80X1491 
Portland, Oregon 97207 

Creative Resources 

P.O.'^Box1790 
Waco, Texas 76703 

Currant Affairs Films 

24 Danbury Road ^ 

Wilton, Connecticut 06897 

* 

Didactic Systems, tnc. 

Box 457 

^ranford , New Jersey 0701 6 

Educational Games Company ^ 

Box 363 

Peekskill. New York 10566 

ERIC Clearinghouse on Media and ^ 
Technology , 

For information on ordering, write: 
Box E, School of Education 
Stanford University 
Stanford/California 94305 
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The Free Press 

Department F ^ ^> ' 
Riverside, New Jersey 08075 , 

Gamed^imulations inc. 

Suite 1Q43 

500 Fifth Avenue 

New York, New York 10036 

Games jbentral 

Abt Associates Inc. 

55 Wheeler Street 

Cambridge, Massachusetts 0^138 

Ginn and Company 

Xerox Education Center 
P.O. Box 2649 . 
Columbus, Ohio 43216 

Glencoe Pi^ss 

100 W., Brown Street 

Riverside, Niiw Jersey 08075 

G reeiilfi^^rt . Press 
Box 831 

Anoka, Minnesota 55303 

Harwell Associates / 

Box 95 

Convent Station, New Jersey 07961 

History Simulations 

P.O. Box 2775 

Santa Clara, California 95051 

Information Resources, Inc. 

P.O. Box 417 . ' 

Lexington, Massachusetts 02173 

Institute of Urban and Regional Development 

316 Wgrster Halt 

Unlversityof California 

Berkeley, California 94720 4 ' 

Instructional Simulations, Inc. 

21 47 University Avenue , 
St. Paul, Minnesota 55t14 

Interact 

Box 262 

Lakeside, California 92040 

Involvement 

3521 E. Flint Way 
Fresno, California 93726 

John Knox Press 

341 Ponce de Leon Avenue 
Atlanta, Georgia 30308 ^ 

Jurisprudence, Ltd. 

1 North LaSalie Street 
Chicago, illinbis 60602 



A 

Law, Education And Participation 

Temple University Law School 

1715W)rth Broad Street 

Philadelphia, Pennsylvania 191 22 ^ 

Law in Amarlcan ^ociaty Foundation 

33 North La Salle Street 
Suite 1700 • 
Chicago, Illinois 60602 

> ^-^.^ 
Laaming Resources in International Studies 
60 East 42nd Street 

NevyrYorl<, New York 1001 7 ^ 

Minnesota Mfnrng and Manuhcturing^ 
Company r 

3 M Center 

St. Paul, Minnesota 55101 

National Academic Games Project 

Box 21 4 

Newhall, California 91322 

New York State Bar Association 

One Ell< Street < 
Albany, New York 1 2207 

Penguin Books 

71 1 0 Ambassador Road 
Baltimore, Maryland 21207 

■4' ' ■ ■ 

Prentice-Hall, Inc. 

Englewood Cliffs, New Jbrsey 07632 

Sage Publications, inc. 

275 South Beverly Drive 
Beverly Hills, Califarnia 9021 2 

Science Research Associates, Inc. o 

259Bisist Erie Street 
Chicago, Illinois 60611 

Scott Education Division 

1 04 Lower Westf ield Road 
Holyoke, Massachusetts 01040 

Seabury Press 

815 2nd Avenue 

New York, New York 1001 7 



Simile 11 

11 50 Silverado 
P.O. Box 1023 
La Jolla, California 92037 

Simulation and Gaming Association 

4833 Greentree Road ^ 
Lebanon, Ohio 45036 4 

Simuiatlon/Gamlng/News 

Box 3039 
University Station 
Moscow, Idaho 83843 

Simulation Sharing Service 

221 Willey Street 

Morgantown, West Virginia 26505 

Simulation Systems 

c/o Pau^ A. Twelker 

Black Butte Ranch, Oregon 97759 



Social Science Education Consortium, Inc. 

855 Broadway 

Boulder, Colorado 80302 

Social Studies School Service 

10,000 Culver Boulevard 
Culver City, California 90230 

Urbex Affiliates inc. 

P.O. Box 21 98 

Ann Arbor, .Michigan 48106 ^ 

WFF'N PROOF Learning Games Associates 

1 490-YT South Boulevard 
Ann Arbor, Michigan 48t04 

World Affairs Council of Philadelphia 

The John Wanamaker Store 
Thii;d Floor Gallery 
Thirteenth and Market Streets 
Philadelphia, Pennsylvania 1 9jl07 

World Without War Council of Greater 
Seattle 

1514 Northeast 45th Street ^' 
Seattle, Washington 98105 
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SUGGESTIONS FOR FUTURE EDITldNS 



1 . What additional games or simulations in the field of law-related education should be included? 



2. What suggestions do you have for improving theorganization of this catalogue? 



3. What books or audio-visual materials have been helpfiil to you in teaching law-related courses? 



^4. What subjects would you likdtosee in future issues of IVor^/ng Notes? 



PIdase mail suggestions to: 

Special Committee on.Youth Education for Citizenship 
American^ar Association 
% 1 1 55 East 60th Street ^ ^ 

Chicago, Illinois 60637" 
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